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Congratulations. You just called your first play as an 
NFL™ head coach. And you did it while playing Red Zone, 
the red-hot new interactive card game from Donruss. 

To win, you need smarts. 

You need guts. You 
need divine interven¬ 
tion. Because you call 
the shots, just like an 
NFL coach. Red Zone. 


IS HERE. 


Play it and you can draft an NFL team from an 80-card 
starter deck of authentic game photos. You can build a 
dream team with booster packs and 
challenge your friends. 
You can get pumped 
just thinking about it. 
Red Zone. Get off your 
butt. Get to the store. 
Get it today. 


For more Info, contact us at: http://www.nxtgames.com or E-mail us at: nxtgames@ cts.com 

01995 Donruss. Inc. © & TM NXT Games Offtcsaly bcensed product of tie NFL Players. OPteyers. Inc ©Joe PatroniteNFL Photos 
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POWtR 2 ABILITY 1 


■** an Death Star, hut m3* mow 
&****. Pw« -1 *ten at a ate other than 
a Death Star site. 












“FORTY OF THEM, THREE OF US. LOOKS 
LIKE THE ODDS ARE ABOUT EVEN." 



FENG SHUI is a blazing new roleplaying game of 
rocket-paced action and adventure. You play the 
heroes in a titanic struggle in which the fate of 
humankind depends on your exotic fu powers, your 
forgotten magics, your pirated supertech, or your 

Moo»r ftnoor CP Mr. CHI II Ic 


HAS 
POINT 

The new expansion for 
SHADOWFIST is on the way! 
Burning skyscrapers, exploding 
rainforest temples, house-to- 
house warfare and the 
Doomsday Device—the 
secret war just got a 
little more public! 

It’s all-out war 
between the Dragons 
and the Architects, 
with a little help 
from their 
“friends.” More 
than 100 cards 
bring explosive 
action to your 
decks. Get the 
point? Coming 
this Spring... 


Art €> 1995 lohn Matson 











ALSO IN THIS ISSUE: 

Inside the Industry 

8 Reports on 

Trading Card Games 

by Men Varney 

Follows TCGs into the mass market with 
the latest update on new releases. 

10 Insider Trading 

by Mark Rosewater 

Get a sneak peak at Alliances and other 
upcoming Magic releases. 

Worlds of Dominia 

46 From the Library of l^ng 

by Scott Hungerford, Pete Venters, 
and Jon Wilkie 

Baron Sengir, vampire legend of the 
Homelands, steps into the spotlight. 

Profiles 

60 Baywatch: Magic in 
San Francisco 

by Jeff Brain 

Take a tour of the San Francisco Bay 
Area, where diversity in play and players 
Is the norm. Plus, meet Brian Weissman, 
the man behind “T he Deck.” 

63 The Duelist Interviews 
Scott Kirschner 

by Jenny Scott and Amy Weber 

Scott Kirschner discusses the inspiration 

for his art in Magic, V:TES, and EVERWAY. 

Reviews and Commentary 

89 The Diviner 

byJ.M. White 

Ihe CCG industry—and the secondary 
market—awakens to uncertainty from the 
chill of winter. 

90 The Magic: The Gathering 
Card Reprint Policy 

Wizards of the Coast explains how Magic 
reprints work and which cards will and 
will not be reprinted in the future. 


Expert Advice 


12 Card Spotlight: Island by Chris Page 

Late-breaking news on the most recent addition to the Duelists 
Convocations Banned list. 

14 Excuse Me, Mr. Suitcase? by Paul Peterson 

Guest speaker Mr. Briefcase shares his deck-building secrets. 

18 Single-Card Strategies 

by Jeff Franzmann 

Discover card superiority with Necropotence, Elkin 
Bottle, and Mystic Remora. 

22 Deck Deconstruction: 

Permission Decks 

by Beth Moursund 

Beth Moursund deconstructs "permis¬ 
sion decks” in the first installment of her 
new column. 

24 Reuse, Recycle, Reduce 
by Zak Dolan 

Respect the (Type I) environment: learn how 
to recycle your entire deck in a single turn! 

28 Deck Clinic 

by Charlie Catino and Henry Stern 

Wizards designer and developer Charlie Catino and top-ranked 
tournament player Henry Stern minister to the first patient 
(a red-green deck called “Little Big Ones”) in the “Deck Clinic.” 

33 WotC Picks compiled by Melody Alder 

To infinity and beyond...! Infinite card combinations for Magic 

37 Tricks of the Trade by Mark Rosewater 

Tips on blocking for beginning Magic players 

38 House Rules from our readers 

Three new Magic variants: Zero Sum, Siege, and Landless Magic 

40 Murk Dwellers by Tom Wylie 

“Are you in a band?” If you get this question a lot, don’t miss the 
latest installment of Tom Wylies renowned rules column. 

43 Magic Rulings & Errata by Tom Wylie 

So you thought youd be tricky and Disenchant your own 
Feldons Cane.. .well, not on Tom Wylie’s shift you won’t. 
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Also in this issue: 


Tournament News 


Reviews and Commentary 
92 Top of the Order Review 

by Bill Rose 

NXT Games swings—and misses—with 
the first Major league baseball TCG. 

94 lost in the Shuffle 

by Richard Garfield 
'Hie creator of Netrunner" recounts the 
journey into cyberspace—but not, unfortu¬ 
nately, into the Everglades—that produced 
the latest Deckmaster’ game. 

98 What s New? 

With Phil and Dixie 

by Phil Foglio 

They walk among us! Professional Magic 
players are what’s new in our latest visit 
with Phil and Dixie. 

Puzzles 

100 Magic: The Puzzling 

by Mark Roseivater 

Duelist puzzlemeister Mark Rosewater 
goes back to the books to pick up the 
pieces with “Backtrack” and “A 1 rip to 
the Library.” Plus, put together the spe¬ 
cial “Jigsaw” puzzle and you could win a 
copy of Marks new Magic: The Puzzling 
book coming out in June! 

105 Magic Tricks 

by Mark Rosewater 
Marks evil twin grudgingly reveals 
solutions for “I Don’t Think So” 
and “Name That Card.” 

Last Words 

110 Your Turn 

from our readers 

Continue the debate on Chronicles '*, 
tournament prizes, and the DCs Banned 
and Restricted lists. 

112 V:TES, Canadian Style 

by Mike Selinker 

Coo roo coo coo coo coo coo coo! 

Good day, eh, and welcome to an FAQ 
for the latest V:TES expansion. 


50 Tournament News compiled by jeffj. Lin 

The 1996 U.S. Regional schedule, new DC membership 
structure, and more 

55 A Convocation Chronicle: A History of the 
DCs Tournament Rules by Beth Moursund 
Resident Magic historian Beth Moursund follows the turbulent 
evolution of the DC and its Banned and Restricted lists. 

57 The Duelists’ Convocation Banned and 

Restricted Fact Sheet compiled by Adam Conus 

Ever wonder why a card has been banned or restricted' 

Magic; Professional tour_ 

67 Magic Takes Manhattan by Jeff]. Lin 

The first Magic Professional Tournament was a weekend of chills 
and thrills as over 340 players duked it out for the $60,000 purse. 

70 72 Hours in New York by Mark Justice 

One players story of no sleep, bad weather, big money, and three 
days of the most intense Magic competition in history. 

Vampire: The Eternal Struggle 

74 Whispers from the Elysium by Shawn F. Carnes 

Our kindred spirit spreads rumors about the proliferation of 
Vampire: The Eternal Struggle 1 * 4 tournament forms, the scholar¬ 
ship of the Brujah, and the arrival of the Sabbat. 

76 V:TES Rulings & Errata by Tom Wylie 

Tom Wylie keeps the streets safe from Ventrues with Troiles 
Revenge and Talbots Chainsaws. And don’t forget to ask yourself 
the all-important V:TES contest question: Who Is She? 

80 Kindred Intelligence: Killer Combos 

for V:TES compiled by Shawn F. Carnes 

V:TES IM strategy" lives on with these new card combinations. 

NETRUNNKR 

81 The Word from HQ by Kevin Maples 

Plug into the network of Netrunner news. 

82 Employee Orientation, a.k.a. The New Hackers 

Guide to the Net by Jim Lin 

Avoid the mistakes made by most Netrunner beginners by 
challenging the assumptions you’ve learned from other TCGs. 

84 The BAIT Principle by Tom Wylie 

For the Corporation in Netrunner, keeping control is the key—and 
this netrep-turned-informant is just the guy to show you how. 



Learn the lay of the land with 
the fold-out Netrufiner playrnat 
following p. 88! 


86 Up and Running, or How to Avoid 
Taking the BAIT by Jim Lin 

With well-chosen resources and some well-timed runs, the 
Runner can turn reaction into a winning strategy". 
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khone calls, letters, email, reply cards, 

’ resumes, submissions, decorated envelopes, 
Post-it x notes stuck to subscription renewal 
notices: it’s amazing how many different ways you 
let us know what you think about the magazine 
and Magic in general. Your response to the reader polls we began in Duelist #8 have 
been particularly interesting; after poring over your responses from the last couple of 
surveys, l thought I d share the results: 

In our first reader poll, we asked if you thought that the resale card market was 
good for gaming. Most respondents agreed that both players and collectors benefit 
from the singles card market, though an interesting minority suggested that the market 
helped players but hurt collectors. While you thought that trading for cards was gener¬ 
ally a better deal than buying singles, almost everyone who sent in a survey had pur¬ 
chased a card on the secondary market. (The highest price I saw in thumbing through 
the surveys was $200, shelled out by someone 13—17 years old.) As for favorite price 
guides, in the stack of surveys I tallied, Scrye narrowly edged out InQuest as the most 
frequently used reference (though a number of you use both). Also, not surprisingly for 
Duelist readers, most of you buy cards to add both to your decks and your collections, 
though more of you purchase singles for their play value. 

The results of the poll about the Duelists’ Convocation were less decisive. With the 
responses roughly split between DC members and non-DC members, no favorite tour¬ 
nament format clearly emerged from the hundred or so surveys l looked through. 
While most of the respondents had played in only a few, if any, DC tournaments in 
the last six months, they nearly always use DC tournament rules for casual play and are 
in favor of splitting the Type I and Iype II Banned and Restricted lists. You also 
showed a great deal of interest in playing and watching the Magic Pro lour; about half 
of the respondents said they’d even he interested in a magazine devoted to coverage of 
Magic tournament play. 

Well, we’ve got coverage galore of tournament play this issue. But the Pro Tour is 
only one of the ways Wizards of the Coast is trying to support Magic players. The 
Duelists’ Convocation is sanctioning many more tournaments this year than last year, 
and its new membership structure should involve many more people in the tourna¬ 
ment system. And don’t forget the Retailer League. Imagine walking into any game 
store in the country to play Magic—and getting rated against players worldwide! 

To keep you informed and involved in all these efforts, The Duelist and the WotC 
Events team are putting together a new publication devoted to all kinds of organized 
Magic play—from the World Championships to the Pro Tour to the inventive tourna¬ 
ments that Magic players and retailers hold regularly all over the country. This publica¬ 
tion will be included with the next few issues of The Duelist , so watch for it. And 
judging from your past responses, were sure you’ll let us know what you think of it. 
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Kathryn Haines, Editor 
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HELP MY DECK 

I really enjoy your magazine. Fve been 
playing Magic " for a little over five 
months (my son got me hooked), and 
from a new-players perspective, Pd like to 
make an article request. Pm learning each 
day how to build better decks, but unless 
someone gives me a list of the cards in a 
“great” deck or grabs my deck and pulls it 
apart to explain what I’m doing wrong, I 
don’t really know how to improve. The 
articles on card combos are helpful, as are 
those that discuss why a card was created 
and how it should be played; however, I 
would find it extremely helpful if you 
could run more articles that provide us 
with the composition of some g<x>d decks 
and explain what makes them good, and 
perhaps some of the decision processes in 
building the sample decks. 

Mark H. Lancer 
Hillsboro , OR 


1 1 xj>k K >R a new feature ; "Deck Clinic , ” in 
this issue. Henry Stern (who placed second 


in last year s Nationals and was a 
semifinalist in the World Championship) 
and Charlie Catino (a developer of 
Alliances and co-designer of the 
upcoming Magic stand-alone , Mirage V 
pull apart and reconstruct a real deck 
from a real player. 


A STAR WARS CCG PLAYER 
STRIKES BACK 

A 1 right, you hacks. I’m sick of all the 
bad reviews Star Wars* CCG' M is 
getting. Allen Varney, in Duelist# 9, 
addressed two main complaints about 
the game: starter decks being unplayable 
and the main characters being too hard 
to find. 

The starter decks are playable. My 
friends and I played several games with 
thirty-card decks to get the feel of the 
game before we went out and bought 
any more cards. While these games 
weren’t the best in the world, they were 
intriguing enough to convince me that 
this is a great game. At this point, I have 
bought two starters and about fifteen 
boosters. 

Allen Varney also wrote that the main 
characters were too hard to find. He 
seems to think that the main characters 
should be common or something. This is 
a collecting game, and part of the game is 
the excitement and thrill of getting a 
really cool card. He also mentioned that 
the cards can only be played if you have a 
main character. But Star Wars cards are 
not totally worthless without a main 
character. I have often been thankful that 
I had some less-than-fantastic card in my 


COMMENTS? 

QUESTIONS? 

Send them to “letters” 
c/o The Duelist 
P.O. Box 707, Renton, 
WA 98057 
or via email to: 
duelistChvizards. com 


Please include name 
and phone number for 
verification purposes. 
Letters may be edited 
for length and clarity. 




POINT SYSTEM 
MEETS APPROVAL 

I would like to congratulate Wizards of 
the Coast on its proposed point-system 
tournament. While I disagree with a few 
of the point values of the cards, I cer¬ 
tainly like the design—it provides the 
freedom that we all want in constructing 
our tournament decks, w'hile providing 
enough constraints to prevent abuse of 
cards that may be too powerful. 

Bryan Alexander 

a lout ndc Cco loss us. mathes . rhodes . edu 





















hud to discard to a force drain rather 
:te flipping from my reserve deck. Also, 
rhese cards tend to have more useful des- 
tinv numbers than the cool, rare cards. 

Please, rethink your commentary lest 
your influence destroy the most innova¬ 
tive game since Jyhad? 

Roger Cline 

thus rdc@hal.lamar.edu 


YOU CAN (SOMETIMES) GET 
WHAT YOU WANT 

I et me start by saying that I love your 
4 magazine; it hits really helped me in 
learning Magic: The Gathering! But I do 
have a couple of suggestions for things 
that would really help me out. 1 have been 
through about fifty decks, and after I play 
each one in a tournament, I find that my 
deck concept just doesn’t stand up to the 
really solid decks. I was thinking you 
could have a section each month in which 
people could send in a list of their decks, 
ones that really win, or maybe your staff 
could put together a list of deck concepts, 
like the article “Planeswalking in La-La 
land'’ in issue #8. 

Jared Lenow 
duggy2023I @aol. com 


BKTH MOURSUND’S new column , “Deck 
Deconstruction , ” will tackle a new deck 
type in each issue. In this issues installment, 
Beth surveys and analyzes “permission ’ 
i decks (see p. 28). 


OUTSIDE SOURCES WANT 
“INSIDER TRADING" 


I found “Insider Trading” in Duelist #9 
to he extremely interesting. I am fasci¬ 
nated not only with playing the game but 
also with what’s expected to happen in 
the future of Magic: The Gathering. 1 he 
stuff that’s going on with WotC was a 
great part of the article as well. 

Peter McAiping 


get a pack of Fallen Empires for less than 
half the price of a pack of Homelands" 
cards. The practical upshot is that a new 
player can get a lot of good cards very 
cheaply. Although the over-supply of 
Fallen Empires may aggravate a retailer in 
the short term, it may actually increase 
the likelihood that an individual will con¬ 
tinue playing the game and become a 
long-term customer. 

It s very easy to overlook how good the 
Fallen Empires expansion is. The use of 
counters and tokens by many of the 
Fallen Empires cards brings a different 
type' of play to Magic, with more strategy, 
timing, and subtlety. Fallen Empires was 
also innovative in using flavor text to tell 
a story, something that is overlooked and 
undervalued in many trading card games. 
Likewise, Fallen Empires is cohesive and 
gives players a chance to build some very 
tightly linked creature-theme decks. (The 
Homarids and Thallids are two of my 
favorite types of creatures.) Just because 
Fallen Empires didn’t live up to sales 
expectations (which were unrealistic, in 
retrospect), doesn’t mean that players 
(especially new ones) should pass over the 
booster packs that might be gathering a 
bit of dust in the shops. 

On a different note, my favorite arti¬ 
cles in #8 were the behind-the-scenes 
ones explaining the rationale behind cards 
and sets. I enjoyed hearing how Home¬ 
lands was designed to create new deck 
strategies and nullify some old ones, and 
I really like the new “From the Library of 
Leng” feature. 

Zen Faulkes 

Victoria, British Columbia 


THUMBS UP (WITH A TWIST) 

FOR FALLEN EMPIRES 

G lenn Godards article in Duelist #8, 
“The End of Innocence,” was inter¬ 
esting, hut his comments about the 
Fallen Empires"* expansion were clearly 
based on his experience as a retailer. As a 
relatively new player, I have a different 
view. The oversupply of Fallen Empires 
has meant that, in my city, its possible to 


SAVE THE TCG MARKET! 

I n Duelist #8 s “The End of Innocence,” 
Glenn Godard makes a couple of inter¬ 
esting comments that seem to contradict 
each other. He complains that music and 
software stores see Magic as a nifty add¬ 
on sale,” yet he also notes that great card 
games are being passed over in favor of 
only Magic because of the fallout due to 
Fallen Empires. I have read many com¬ 
plaints similar to this by store owners in 
various TCG magazines, and I can under¬ 
stand their concern, but in my opinion, 
stability in the TCG market is only being 
helped by the national toy, music, book** 


ware 

chains. I feel 
that instead 
of griping about the 
loss of sales to larger 
chains, hobby shop 
owners could use their 
financial muscle to their, 
advantage. They should 
work in conjunction 
with these chains to 
strengthen the TCG 
market so there will 
always be a supply and vari¬ 
ety of new games to play. 

Over and over, you hear of 
people tiring of Magic, and if 
there is nothing else for them to 
tty, then all the technical support 
and single sales will do no gcx>d, 
and eventually they will stop [flay¬ 
ing altogether. 

Nick Carcerano 
El Paso, IX 


ERRATA ON ERRATA? 

I n “Magic Rulings & Errata” of Duelist' 
#9, you published errata about the 
card Murk Dwellers; however, I don’t see 
why. You say the bonus only lasts for the 
duration of combat, but the card itself 
says, “...until end of turn.” How can you 
rule against the card wording when there's 
no reason to? 

KlNNY M(X)RE 
Newton, LA 


Murk Dwellers READS, “When attack¬ 
ing and not blocked. Murk Dwellers gets 
+ 2/+0 until end of turn. ” If Murk Dwellers 
only gets the bonus “when attacking, ” the 
bonus would end at the end of combat. The 
card text contradicts this by suggesting that 
Murk Dive Hers could be “attacking" until 
the end of the turn, even after combat is 
oi>er. Errata was issued because the text is 
contradictory. (Errata was issued on Cave 
People for the same reason. Cave People 
receives its bonus until the end of the turn , 
however, because this was closer to the 
original intent of the card.) 
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by Allen Varney 


REPORTS ON 


Garp Games 


INTO THE MASS MARKET 

T rading card games, marching in lockstep to much 
the same tune as the roleplaying game fad in the 
early '80s, are showing up in national retail stores. 
You can buy Marvel OverPower™ at Wal-Mart, 
and software chains carry full lines of card games. Some game 
publishers are targeting the convenience-store market with 
six-card booster packs that retail for under a dollar. These 
sights recall the heady Christmas of 1980, when Dungeons 
& Dragons* was advertised in OMNI and sold at Macys. 

But in these outlets, card games may, at last, stop repeating 
history. There are good reasons to hope that card games can 
succeed in the mass market as RPGs never did. Some still 
believe to this day that roleplaying can find a large national 
audience (witness the most recent breakout attempt. Wizards’ 
EVERWAY”), yet the form faces a huge innate obstacle: not 
rules complexity nor the imagination needed to play, but sim¬ 
ply time. Roleplaying, at least as we now conceive it, requires 
three to six people to gather regularly for several hours per ses¬ 
sion. Not too much to expect? Maybe not, but on this count, 
card games that two people can play in half an hour have it 
much easier. Success is a real prospect. 

Obviously, big chain stores present tremendous opportuni¬ 
ties. But mass marketing is difficult and complex, especially 
for small publishers. Chain retailers pay lower unit costs on 
slower time schedules than hobby distributors. If a product 
misses its ship date, a chain may well cancel the order, with 


disastrous consequences for the publishers cash flow. For exam¬ 
ple, TSR distributes its games to the book trade through Ran¬ 
dom House. If a single product in a given month ships late, 
Random House can cancel its entire order for all TSR products 
that month. In the national leagues, they play hardball. 

Then there’s advertising. Within the hobby, word of 
mouth has produced strong regional interest in most card 
games. In one city Game A is hot, but stores can’t give away 
Game B; in the next city over, Game B outsells Magic™ and 
they’ve never heard of Game A. A small publisher can survive 
this way, and a single demo tour can significantly improve 
sales. But Kmart buyers look at national sales figures, and you 
can’t hire people to do demos at every Kmart. Pogs notwith¬ 
standing, word of mouth seldom works well nationwide—at 
least not nearly as well as major ad exposure. 

Of course, a small publisher can still succeed by finding 
not a mass market, but a neiv market. If you look down the 
list of a month’s distributor orders for West End Games’ Star 
Wars'* RPG, you come to one gigantic figure from a company 
you’ve never heard of. This turns out to be two gift shops in 
Disneyland and Walt Disney World, located right outside the 
Star Tours rides based on the Star Wars movies. These two 
stores sell more copies of the RPG than any regional distribu¬ 
tor. Maybe they’ll do the same with Decipher’s Star Wars': 
Customizable Card Game. Using imagination, other publish¬ 
ers can discover similar gold mines. It’s a big world. 

—Allen Varney 


UPDATES: GAME NEWS AND 
EXPANSION PLANS 

For more information about a particular 
game , refer to the contact information at the 
etui of its entry. An excellent source of news 
on the Web is Sprigs CCG Warehouse 
(totrw. it is. comlother-games). 

Battlelords™ (New Millennium, 
Albany, NY): The Genesis and Arachnids 
expansions have been pulled from the 
schedule, with no new publication dates 
set. (NMEGames0aol.com) 

Blood Wars™ (TSR, Lake Geneva, WI): 
In February, TSR suddenly halted the 


next expansion (Insurgents of the Inner 
Planes) at the printer and was considering 
canceling the line. At press time, the situ¬ 
ation remained volatile, (tsrinc0aol.com) 
Fantasy Adventures”* (Mayfair 
Games, Chicago, IL): Due out in May or 
June is Thunderscape, an expansion based 
on the World of Aden computer game 
(SSI) and accompanying novel series. An 
expansion based on Robert Jordans popu¬ 
lar “Wheel of Time” novel series has been 
delayed to coincide with the late summer 
release of the next novel, (mayfair0aol.com; 
Web: www.coolgames.com) 


Galactic Empires™ (Companion 
Games, Stamford, NY): The 152-card 
Piracy is still planned for the end of 
March. In June comes Andrew Smith 
and Carl Schulte’s comic-relief set, Com 
edy Club on the Far Side of the Galaxy , 
playable as an empire but probably not 
tournament legal. (JciTeryY0indirect.com 
Guardians™ (FPG, Pittsburgh, PA): 
I he 120-card Drifter's Nexus , due in earl 
May, describes a city that appears in all 
times and all dimensions. A player’s guid< 
due in early April, features interviews, 
puzzles, and fiction, (fpgqna0aol.com) 
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Heresy: Kingdom Come ‘ (Last 
Unicom, Camp Hill, PA): An expansion, 
/W*'/ Demiurge, is tentatively scheduled 
mf lune. (monomyth@aol.com) 

Highlander v (Thunder Castle 
Games, Kansas City, MO): Mike Sagers 
^OO-cald Movie Edition , a stand-alone set 
compatible with the original game, appears 
m mid-March, (tcgames@aol.com; Web: 
www.tcgames.com) 

Illuminati: New World Order v 
Steve Jackson Games, Austin, TX): 

So new expansions are planned, but SJ 
Games has begun an OMNI (sealed- 
deck) league patterned on the Atlas 
Games model, (sjgames@io.com; Web: 
io.com/sjgames/inwo) 

Kult (Heartbreaker, Folsom, PA): 
Abandon all hope: the first expansion 
j 5 Inferno , with 121 cards and 2 chase 
cards, (patric.backlund@target.se; Web: 
www.target.se) 

Middle-earth: The Wizards”* (Iron 
Crown Enterprises, Charlottesville, 

VA): A Companion playing guide shipped 
in February, with card notes, full rules, 
scenarios, and color maps. A Player Guide 
appears after The Dragons expansion in 
May or June, with an updated card list, 
strategy 7 tips, and more scenarios. The 
Dragons will be half the size or less of the 
original game, (metwdce@aol.com) 

Mythos (Chaosium, Oakland, CA): 
The 220-card basic game ships in April, 
along with the first booster series, Expedi¬ 
tions ofMiskatonic University. The boosters 
Cthulhu Rising and Legends of the Necro- 
nmnicon appear soon thereafter. Each 
Uxister series includes cards from the basic 
game plus 60 cards unique to that booster. 
mythosccg@aol.com) 

On the Edge'** (Atlas Games, 

Roseville, MN): Atlas will indeed 
publish Wet works, the next expansion, but 
not until late ’96. Atlas plans to do one 
or two expansions a year indefinitely; the 
basic game and all expansions are still 
available, (burford@winternet.com; Web: 
www.io.com/-presage/agi ndex.h tml) 
OverPower v (Fleer Entertainment, 
Mt. Laurel, NJ): The Mission Control 
expansion is named for its new Mission 
cards, which have game effects in conjunc¬ 
tion with the sets new Special cards. (1-800- 
OPRULES; AHRZ07A@prodigy.com) 
Quest for the Grail'“ (Stone Ring 
Games, formerly Florizon Games, 
Austin, TX): The 132-card Knights of the 


Isle expansion w is based around Scottish 
and Irish elements of the Arthurian cycle, 
particularly the family of King Lot of 
Orkney,” according to Stone Ring’s David 
Nalle. Due in April, (srgames@aol.com; 
Web: www.ccsi.com/-graball/quest) 

Rage M (White Wolf Game Studio, 
Atlanta, GA): War of the Amazon, 
designed by Mike Tinney with Justin 
Achilli, is now out in 10-card boosters. 
With new victory conditions, players can 
play Wyrm vs. Gaia or cooperatively. The 
next expansion, Legacy of the Tribes, is 
scheduled for August. For July, White 
Wolf plans a new trading card game based 
on yet another Storyteller game (rumored 
to be Mage), (ragecom@aol.com) 

Shadowfist u (Daedalus Entertain¬ 
ment, Seattle, WA): Marchs Flashpoint 
includes about 145 cards. Each Flashpack 
booster has 8 game cards and 1 of over 
12 “info cards” with rules clarifications, 
deck designs, and stories, (robmh@aol.com; 
Web: wwvv.halcyon.com/re\ 7 /shadow 7 fist.html) 
SimCity The Card Game” (May- 
fair): The stand-alone, fixed-deck Wash- 
ington DC set has been delayed to April. 
Later sets in the same format cover New 
York City, Atlanta, and possibly Toronto. 

Spellfire: Master the Magic” 1 (TSR): 
In February, Series #8, Kevin Melkas 
Runes and Ruins , arrives in 12-card 
booster packs. Series #9, Birthright , by 
Bill Olmesdahl, is due in April. 

Star Trek : The Next Generation 1 ** 
(Decipher, Norfolk, VA): The 121-card 
Q Continuum , focusing on the omnipo¬ 
tent but petulant alien from the TV 
series, appears in June. A Usenet newvs- 
group devoted to Star Trek card games 
recently debuted; because it will also dis¬ 
cuss SkyBoxs upcoming Star Trek game, a 
Decipher rep said the company will boy¬ 
cott the group. (DCustServe@decipher.com; 
Web: www.decipher.com) 

Star Wars : Customizable Card 
Game " (Decipher): A white-border 
unlimited edition and an introductory 
game with two fixed decks ($13.95) 
appeared in January. The introductory set 
has six new cards, including weaker ver¬ 
sions of Luke Skywalker and Darth Vader; 
all other cards are commons from the Pre¬ 
miere Edition. The 121-card A New Hope 
expansion appears in June. 

Top of the Order M (NXT Games/ 
Donruss): A new edition of this licensed 
baseball TCG is tentatively scheduled for 


June, (nxtgames@cts.com) 

Wyvem “ (U.S. Games Systems, 
Stamford, CT): The 90-card Chameleon 
set appeared in mid-March, about the 
same time as Wyverns Kingdom edition, a 
277-card set including 38 cards from the 
Phoenix expansion, (usgames@aol.com) 

PREVIEWS 

Monty Python and the Holy Grail M 
(Kenzer & Company , Palatine , IL) 

This small company has a license to make 
a trading card game based on the hit 
1975 comedy by the Monty Python com¬ 
edy troupe. The designers, who had 
already seen the movie an average of 
thirty-five times apiece before starting 
work on the game, are targeting Python 
fans with a lighthearted, fast-playing 
design simpler than Magic’s. The com¬ 
pany projects a June release for a set of 
200-300 cards, (kenzerco@aol.corn) 

Star Trek ' (Fleer/Sky Box) 

Mag Force 7 (Wing Commander) is 
designing Fleer/SkyBoxs trading card 
game (unrelated to Deciphers game) based 
on the original Star Irek T \ scries. Plans 
call for a late summer release of 300 cards. 

Play a mission card (based on a series 
episode), then plot cards, and finally a dis¬ 
cover) 7 , and you accrue victory counters 
and game bonuses. Other players play 
challenges on each plot, which may lead 
to combat. To win, accumulate twenty- 
five counters on cards you control. Kirk, 
Spock, McCoy, and the starship Enter¬ 
prise appear in every starter deck. 
(info@skybox.pdial.interpath.net) 

The X-Files (NXT Games/Donruss) 
I.icensed from the Fox TV show, this 
game (formerly announced by Topps) is 
now being designed by NX I Games for 
Donruss, with a planned July release. 

Two or more players build conspira¬ 
cies that encompass four different areas. 
Using Bureau cards, they send agents to 
locations in order to expose parts of rival 
players’ conspiracies. This involves asking 
questions and using deductive reasoning. 
At the simplest level it may remind play¬ 
ers of Clue, but the advanced game 
should offer more depth. A game lasts 
half an hour or less. The main series char¬ 
acters, Fox and Dana, have different ver¬ 
sions: the relatively weak “first-episode” 
versions (common cards) are enhanced 
during the game using uncommon and 
rare experience cards. 
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Mark Rosewater continues to risk 
his job to reveal Magic's future 


Fm ba-ack! Let me start by 
thanking all of you out there tvho 
took the time to mail a letter or 
send an email message asking for 
my columns return. The response 
was so overwhelming that the 
editor had no choice but to let 
the column continue. Good work, 
everyone! 


SSH, DON’T TELL! 

In all the mail Ive received this month, 
the most common request was for 
information on the cards in the next 
Magic '’ expansion. Alliances 7 The set is 
still on schedule for release in early 
summer, and its going to be great! 
Technically speaking, Fm not supposed 
to tell you anything else, but what fun 
is there in having a column if you cant 
share a few secrets? So, without further 
ado, I present a little Alliances appetizer. 

Whats Black and White? Coasting of 
Bones is a black creature enchantment for 
2 ♦ that allows the caster to draw three 
cards and keep two of them when the 
enchanted creature goes to the graveyard. 
Reprisal is a white instant for 1 ♦ that 
destroys any creature with a power of 4 or 
greater. Used in combination, you could 
rid your opponent of a Serra Angel and 
draw extra cards in the process. 

Something for Nothing? Many people 
have asked me what Magic developer Jim 
Lin meant in his article in Duelist #8 
when he said, “Whats this I hear about 
Countering an opponents spell before 
you ve even taken a turn?” 1 dorit want to 
ruin the surprise, but I will admit that 
the answer to this question is in Alliances-, 
the card in question does not have a cast¬ 
ing cost of 0 , and there are other cards 
like it in the set. 

Shooting from the Hippo. Finally, my 
little Alliances teaser in Duelist #9 seemed 
to stir a lot of interest, so I thought I’d 
share a little more about our purple 
friend. Named Phelddagrif (an anagram 
of a very famous person in the Magic 
world), the purple hippo is a tricolored 
legend illustrated by Amy Weber. 



MAKING THE FIFTH 

One of the many responsibilities of 
Magic R&D is to decide which cards are 
selected when we change from one basic 
set to the next. Tough job, huh? Were 
only in the very preliminary stages, but 
we have begun to talk about what Fifth 
Edition should and should not include. 

If you would like a chance to let us hear 
what you think, please take the time to 
complete the survey card (following 
p. 32). In case you re interested, It looks 
as though this set will be released some¬ 
time in late 1996 or early 1997. Oh, and 
five cards are definitely staying in. But 
then, the game does tend to lose some¬ 
thing without basic land. 

BANNED ON THE RUN 

After two years, it looks like the breakup is 
finally going to happen. They used to have 
a lot in common, but they ve grown apart 
and each has different interests now. But 
hey, how long could the combined Type I— 
Type 11 Banned and Restricted lists last in 
these crazy times? Yep, its official: as of 
April 1, 1996 (no, really), the Duelists' 
Convocation Type 1 and II tournament 
formats have separate Banned and 
Restricted lists. For the whole scoop on the 
DC changes, see “Tournament News,” on 
p. 50, and the “DC Banned and Restricted 
Fact Sheet” on p. 55. 

PUZZLE ME THIS 

For those eagerly awaiting the Magic: The 
Puzzlmg book, I'm happy to announce 
that it should be in stores sometime in 
June. Not only did Richard Garfield 
write the foreword to my book, he also 
contributed a puzzle. I think you’ll find 
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t Kis former marh profs take on Magic 
nuzzles quite interesting. To find out 
more about the book and see the cover, 
check out the Puzzling contest in this 
:,$ues puzzle section—and who knows? 
You might even win a copy of the book! 


the clock strikes again 

For those of you who like fiction in your 
books, the next Magic novel. Song of 
Time, by Teri McLaren (better known by 
some game fiction readers as Teri 
Williams), should be hitting bookstores 
in late spring. This is the first book in an 
epic story dealing with the Armageddon 
Clock. (Maybe well find out why it has 
wings on it.) 


PICTURE THIS! 

last issue I told you about the “Easter 
ggs” in Microproscs Magic: T he Gath- 
cring Desktop Themes screen saver. A 
number of you eagerly tracked down the 
bonus images only to discover that there 
were five of them you had never seen 
before. Not one to keep a secret from 
my loyal readers, 1 thought I d let you 
in on this cool bit of information. T he 
mystery pictures are actually pieces of 
an commissioned for unique cards in 
MicroProses Magic: The Gathering 
computer game, which my sources say 
is scheduled for release this summer. I 
cant tell you what these bonus cards do, 
bur I can say that they were designed 
specifically to take advantage of the 
computer format. 


THE PLAY’S THE THING 

Wizards of the Coast is busy testing a 
new' kind of organized Magic play sys¬ 
tem, which we like to call the "retailers 
league.” In this system, players enroll 
in a Magic league run by their local 
game or hobby store; once enrolled, 
players get a ranking that allows them 
to play their games—not just in that 
one store, but in any participating 
store across the country! We are cur- 
rendy running tests of the program in 
three cities (Seattle, Olympia, and 
Tacoma) using three different formats 
Iype 11, Sealed-Deck, and draft 
leagues), and, if all goes well, we expect 
the league to start up in selected major 
cities sometime this fall. Look in 
upcoming issues of The Duelist for 
more information! 


AROUND THE GLOBE 

For those who are keeping count. I’m 
happy to announce that Magic will 
soon be printed in eight different lan¬ 
guages. (For the record, the first six are 
English, French, Italian, German, Span¬ 
ish, and Portuguese.) Number seven, 
Japanese, hits the streets of Tokyo on 
April 10, while number eight, Chinese, 
will be available sometime near the end 
of July. 


GOING PRO 

The first Magic professional tourna¬ 
ment, held over Presidents Day week¬ 
end in New York City, has come and 
gone, and it was a smashing success. 

(To hear all about it, turn to page 67 
and check out the special coverage of 
the Pro Tour included with this issue of 
The Duelist.) Everything was exciting— 
from the snowstorm that started the 
weekend to the rousing last game of the 
final match. But my favorite time was 
later Sunday night, after the tourna¬ 
ment was over; the hotel lobby was a 
virtual who’s who of Magic. Many of 
the games top players and behind-the- 
scenes personalities were sitting around 
talking and playing Magic. As Skaff 
Elias (best known as the codesigner of 
AntiquitiesFallen Empires*, Ice Age 
and Alliances) put it, “It was truly 
Magics best night ever.” 

The next Magic professional tourna¬ 
ment will be held in Ix>s Angeles on 
May 3-5. For details on how to qualify, 
see “Tournament News” and pp. 8—9 of 
the New York professional tournament 
coverage accompanying this issue. 


THE WINNING DECKS 

Even if you can’t make it to the events 
themselves, you can experience the thrill 
of the competition with a special set of 
Magic Pro Tour Decks, scheduled for 
release in May. This limited-edition 
release, complete with commemora¬ 
tive card backs, contains the top 
eight Senior division decks from 
the New York Professional Tour¬ 
nament. Each deck is packaged 
with its quarterfinals opponent 
and includes a deck description 
and bio of the decks creator. Look 
for this limited-edition release in 
retail stores near you—and take on 
the Magic champions! 


ON THE ROAD AGAIN 

If you are going to he in the L.A. area for 
the second professional tour, be sure to 
stop into a local retail store when the Wiz¬ 
ards of rhe Coast’s Caravan Tour arrives. 
Anists Melissa Benson and Dameon 
Willich, along with Michael lxx:onto 
(New York Magic professional tournament 
champion, Senior divison) and Graham 
Taromer (New York Magic professional 
tournament champion. Junior divison), 
will he visiting the San Diego and Los 
Angeles area April 25-May 1. This will be 
followed by a trip through western Canada 
from May 22-31 with artists Liz Danforth 
and Randy Gallegos. 


UNTOLD STORIES 
And finally, a glimpse into Magics past: 
When Steve Conard was designing the 
legends '* expansion, he got many of the 
names for cards from characters used in 
roleplaying campaigns he had run. Want¬ 
ing to pay homage to one of president 
Peter Adkison’s old characters, Steve asked 
if he could use the character s name, 
Alchor, on a card. Peter thought it was a 
great idea and said rhar he would be hon¬ 
ored. Unfortunately, “Alchors Tome,” a 
great book of wisdom, got changed “in 
translation,” and the artist created a piece 
called “Alchors Tomb.” Steve decided to 
change the name to fit the art, killing off 
Peter’s character in the process. Peter took 
his character’s demise in stride. 


That's all the space I have for this issue , hut 
don't worry—it looks like “Insider Trading" 
is here to stay. If you have any questions , 
stories, or feedback you would like to share 
with me, feel free to write me at 
woody (^wizards, com. 
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T HIS EPISODE of “Card Spotlight” 
was going to focus on a well- 
known but often underused card: 
Island. At least that was the plan 
until earlier today, when the Duelists' 
Convocation finally reached the decision 
to ban islands. I had just labored for over 
two weeks writing a groundbreaking 
strategic analysis, so I got a rude shock 
when I checked my email just a few 
hours ago. The article had to be rewritten 
from scratch and finished tonight to 
make it for the issue coming out in April. 

The first question running through 
your mind might be, “Why ban islands?” 
I know it was the fifth question for me. 
Well, I’ve spent this afternoon running 
up an impressive phone bill finding out. 
First of all, islands aren't banned. Or 
more precisely, they aren't banned yet. 
The one-month countdown won't begin 
until the Convocation has a chance to 
send out the latest edition of the Duelist 
Companion . Once that has been released, 
though, islands will be banned from all 
Type I and Type II tournaments, joining 
the exalted ranks of Mind Twist, Chan¬ 
nel, and Jeweled Bird. They will not, 
however, be banned from Sealed-Deck 
tournaments, although that may change 
in the future—stay tuned. 

Enough technicalities, though. Why 
pick on islands? Well, for one, blue has 
the most restricted cards of any color, 
with not just Recall and Copy Artifact, 
but the heavy hitters Braingeyser, 
Timetwister, Time Walk, and Ancestral 
Recall. But the deeper reason is Counter¬ 
spell and its ilk. The Convocation was 
getting a deluge of complaints about blue 
decks flooding local tournament circuits. 
Playing against permission decks was 
aggravating players to the point that 
they'd threatened to deep-six Magic v 
altogether. Arguments were also floated 


that Counterspell and Mana Drain were 
overpowered, because for two blue mana 
you could freeze anything. Plus, the avail¬ 
ability of so many counterspells length¬ 
ened games considerably. Then you add 
complaints about Control Magic and 
Deflection, Zur's Weirding and Maha- 
moti Djinn, Magical Hack and Sleight of 
Mind, and it became clear that blue was 
just too powerful overall. After much 



consulting with the Magic R&D team, 
the Convocation decided the best way to 
fix the problem was just to torpedo 
islands completely and avoid drowning 
people in an excessively long list. I guess 
there’s a certain logic to that. There’s also 
a certain logic to the U.S. government's 
delivering on its promise of having a 
smaller bureaucracy by not having bureau¬ 
crats work two months out of the year. 

The DC^ has actually been pretty thor¬ 
ough in hanging blue out to dry. They've 
banned all of the blue multilands from 
Ice Age * and the basic set, and they’ve 
sunk Svyelunite Temple from Fallen 
Empires :u as well. That leaves you high 


and dry for blue mana altogether, though 
there are always ways to tack around the 
problem. So how do you stay afloat in an 
environment without islands? 

Phantasmal Terrain will give you 
islands, if you have the two blue mana to 
cast it in the first place. Jinx or Barbed 
Sextant will get you started, and Illusion¬ 
ary Terrain is good if you want all blue 
mana. Deep Water is also promising. 

You’d probably be better off with other 
cards, though. City of Brass is a sure win¬ 
ner, as is the Fellwar Stone—Rainbow Vale 
combination. If you can get the initial 
blue mana, a Magically Hacked Sun¬ 
glasses of Urza is another good bet. Blue 
Mana Battery and Celestial Prism will 
also both do the trick, though I’m rather 
wishy-washy on their effectiveness. Sand 
Silos is a hard-to-use land that requires a 
lot of planning ahead. The Ho me hinds 1 M 
lands also fall under the “too expensive” 
category, but it takes Princess Lucrezia 
from Legends * (a 3 4 4 5/4 creature 

that you can tap for one blue mana) to 
set the high-water mark for that category. 
And you can't beat total wackiness with a 
well-timed Naked Singularity. 

The best bets, though, are (in order of 
difficulty to get) Barbed Sextant, Imple¬ 
ments of Sacrifice, Standing Stones, 
Tolaria, Birds of Paradise, City of Brass, 
Mox Sapphire, Black Lotus, and the Ara¬ 
bian “Islands.” Some of these cards are 
very hard to get. Tolaria is a Legends 
uncommon—any store dealing in Magic 
singles should have it. The largest stores 
have long wait lists for the very pricey 
and very rare Mox Sapphire and Black 
Lotus. As for the Arabian Islands, it’s so 
scarce that its a story in itself. I’ll get to it 
later if there’s room. 

So you still have blue mana, so you 
can cast some blue spells. But what about 
all those cards that require you to have 
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Islands? Wave goodbye to cards that 
require you to sacrifice islands. 

Leviathan, for instance, has now been 
run aground, since you no longer have 
rhe four additional islands per turn to 
sacrifice to it. And Elder Spawn, Snow¬ 
fall and Psychic Allergies are similarly 
all washed up. 

Cards that give or have islandwalk 
such as Lord of Atlantis, Fishliver Oil, 

Part Water, Sandals of Abdallah, War 
Barge) have been watered down to the 
:\iint of not being worth packing in a 
deck. The limited exceptions are Lord of 
Arlantis and War Barge. The War Barge- 
Mcrfolk Assassin combination has 
become even more viable now that there’s 
no place for your opponents creatures to 
walk to. On the bright side, you can jetti¬ 
son all the ways for keeping islandwalkers 
ar bay, like Undertow, Costa Dirk, and 
Mystic Decree. I think we all know what 
that silver linings worth. 

At least you can use creatures that have 
islandwalk. The real problem comes with 
all rhose creature that require that you 
have islands in play, and those creatures 
that cant affect your opponent unless he 
or she has islands, such as Dandan, Giant 
Shark, and Island Fish Jasconius. 

The fallout doesn’t even stop there. 

High Tides and Snowfall got taken to the 
deaners. Dwarven Sea Clan has been 
hung out to dry. Island Sanctuary is that 
much safer. And to add insult to injury, 
any hope of your Water Wurm getting 
that extra +0/+1 has been doused. 

Most of these problems, plus the 
problem of just getting the raw mana, are 
solved with just one card though—the 
legendary Arabian card. Islands. A rare 
collectors item, no more than four hun¬ 
dred of these exist in print, as they" come 
from the original proof run from Arabian 
lights® (the first two percent of the orig¬ 
inal print run). This card is just like an 
island except that its called “Islands” as 
opposed to “Island,” and it has a different 
picture. Even though Arabian Islands is 
functionally identical to other island 
cards, it is legitimately" considered differ¬ 
ent by Duelists Convocation rules 
because it has a different name (just like 
Urizziy Bears and Balduvian Bears). But 
to understand how rare a collectors item 
the Arabian Islands is, you need to under¬ 
stand the history behind the card. 


Arabian Nights was created back when 
Richard Garfield hadn’t yet decided 
exactly what an expansion was supposed 
to be. At that time, the idea was that an 
expansion w ould be a set of cards that 
people would mix into their decks for a 
few weeks, have fun with, and then set 
aside. An expansion would be sort of a 
spice, something that w'ould briefly add 
a new dimension to the game. To ensure 
that cards could be removed from decks 
easily, a new design for the card backs 
was created. 

Of course, there was a hitch: There 
were no lands in Arabian Nights, so with 
the new card backs you would know 
whether or not your next draw could 
potentially" be a basic land. And more 
importantly, so would your opponent. 
(Back in the beta playtest version of 
Magic itself, a number of lands were 
printed on bright yellow cardstock, and 
that swayed many games back then.) So 
five lands were slipped on the commons 
sheet (one of each type) so that neither 
you nor your opponent would be able to 
tell anything about your cards from the 
card backs. 

The pictures for the five lands in 
Arabian Nights were the five pictures 
introduced from the Beta run. As older 
collectors know, Alpha only" had 295 
cards; seven more pieces of art were added 
for the Beta print run, bringing the total 
above 300 (the number of cards adver¬ 
tised on the display box). New" art was 
created for Circle of Protection: Black 
and Volcanic Island (both of which were 
accidentally left out of Alpha) and the 
five basic lands. Unfortunately", Mark 
Poole’s piece was late for Beta, so one of 
his existing islands was just electronically 
modified instead. It was a shame, too, 
since the piece was of two rugged peaks 
sticking out of the water, connected by a 
delicate faerie bridge. The art, though, was 
available w-hen the five lands were added 
to the commons sheet. 

At the last minute, customer surveys 
indicated that printing Arabian Nights 
w"ith a different card back would be a 
very bad move. During a chaotic time, 
the different card back was pulled, but 
nobody realized that the lands were left 
on the sheets until the first cards had 
come off the presses. Fearing that would 
upset many people, the lands were pulled 


in a last-minute panic. At this point, the 
deadlines reached a wall and plate 1A, 
containing the Arabian Mountain, was 
left as-is because the new films for that 
plate couldn’t be sent to Belgium on time. 
The plates with the other four lands were 
replaced, though, so the other ninety- 
eight percent of the Arabian Nights run 
only had the Arabian Mountain. Maybe 
you’ve seen it—it’s a rare collector’s item, 
a mountain that is also affected by City 
in a Bottle (because it has the little Ara¬ 
bian Nights scimitar logo on it). Just shy 
of 31,000 Arabian Mountains were 
printed in total. Of the four rarer Arabian 
lands, only approximately 600 of each of 
them are in existence, making them rarer 
than any other card—except the artists’ 
proof cards and Proposal. 

So that’s why most price guides are 
even missing the Arabian Mountain, let 
alone the Arabian Islands. They were 
incredibly rare and legendary to start 
with, and nowadays many price guides 
are even getting Alpha and Beta print 
runs confused. It’s like with stamp cata¬ 
logs—even the best stamp catalogs don't 
list the very rare misprints, but they’re out 
there, and they’re known to a number of 
the largest traders. And Arabian Islands 
are relatively cheap because they are just 
lands...that is, until now. 

You need to act now before word goes 
out that Arabian Islands have become so 
valuable. The best way to find some is to 
attend a major convention and look for 
people or booths with many cards. 
Among people in the know", this card is 
referred to by its picture: the image of 
two water-surrounded peaks supporting a 
single bridge between them gives the card 
its nickname, “bridge islands.” All you 
need to do is walk up to one such trader 
and use the cotie phrase, “Do you have a 
bridge to sell me?” They’ll be more than 
glad to oblige. 

Chris Page contributes regularly to The 
Duelist. He claims he only has one bridge 
to sell—the other is for his collection. 
(Historical note: On April L 1995 , Chris 
alerted all of us at Wizards to a proposed 
"sin tax” on Magic making its way 
through Congress. Thanks to his efforts , 
we were able to mobilize quickly. Only 
one editor had the misfortune of believing 
a word he said.) 








































You re doing it again! 

You and some friends are 
playing Magic' in a local 
game store when a vaguely 
familiar-looking guy intro¬ 
duces himself as u Mister 
Briefcase >y and offers to give 
you some pointers on how 
to build a better Magic 
deck. When he locks the 
door behind him , you start 
to get a little suspicious. 

But when he flourishes 
some out-of-print cards 
from his briefcase, you real¬ 
ize that he must know 
what hes talking about , so 
you listen to his monologue 
full of easy-to-follow guide¬ 
lines guaranteed to hnprove 
your Magic play .... 

by Paul Peterson 



EXCUSE^^PV 

rllJR^ 

Ouitcase; 

Ten Guidelines for Building 
a Better Magic Deck 


Guard Your Life and Deck 

cm ember, if you lose your last life 
point or cannot draw a card, you 
lose the game, so protect your life 
(and your library) at all costs. Spells like 
Stream of Life are good, but the} 7 only 
work once. Look for permanents that 
give you life. T he “lucky charms’' (arti¬ 
facts that give you life each time you cast 
a spell of a particular color, like Ivory 
Cup) are excellent, but Fasting (a white 
enchantment from The Dark 1 ' 1 ) is a 
vastly underrated permanent. Fasting 
helps you not only by giving you 2 life 
per turn but also by allowing you to skip 
your draw phase, thus decreasing the 
chance that your library will run dry. 

And in case your opponent destroys your 
enchantments, you may want to include 
Skull of Orm (an artifact from The 
Dark ) to bring those handy enchant¬ 
ments back for more. 

Land Cards Arc the Most Useful 
Cards in the Game 

here is nothing worse than losing 
because you can’t draw land. I rec¬ 
ommend a deck that’s at least fifty- 
percent land. This increases the proba¬ 
bility that you’ll have mana to cast your 
spells and decreases the possibility of a 
No-Land Mulligan. Of course, your 
opponent needs mana as well, and any 
time you can deny him mana, you’ll be 
helping yourself. Cards like Erosion are 
fantastic for this. For only three blue 
mana, your opponent must choose 



between losing the land, paying mana 
for it, or losing a life. 

You remember using this strategy against 
Mr. Suitcase ... and losing. You wonder 
why Mr. Suitcase hasnt shown up yet. 

Versatility Gan Win You the Game 
ach color has its own strengths, so 
you can increase your decks versatil¬ 
ity by playing with multiple colors. 
For example, green is the undisputed 
king for creatures, and blue can counter- 
spell. If you add red, you can get direct 
damage to kill off opponents’ creatures 
that you can’t counterspell. Playing with 
multiple colors also gives you a wider 
selection of cards, including those pow¬ 
erful legends. The more colors you play, 
the more Elder Dragon Legends you can 
play with, and who wouldn’t want a 7/7 
flyer with a cool special ability like tram¬ 
ple or rampage? Even Mr. Suitcase—er, 
Briefcase—fears such creatures as these. 

You hear a muffled voice on the other 
side of the door. When you start to get up, 
Mr. Briefcase frowns at the interruption , so 
you sit down again , pretending you were 
only picking up a stray Magic card. 

You Need the Right Mana 
at the Right Time 

othing is worse than having a hand 
full of spells that you can’t cast 
because you have mana of the wrong 
color on the table. The best way to 
ensure that you always have the right 
mana is to have sources that produce 
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marc than one color. The depletion lands 
from let Age” are great for this, but they 
, n ly produce wo colors. Homelands M 
muirilands, however, can produce three 
different colors, and the versatility of 
these multilands more than makes up for 
the additional costs to play with them, 
llie king cards, though, are Celestial 
Prism and Implements of Sacrifice. These 
caids an produce any color of mana you 
winr _-for a minor payment. This brings 
me to the next topic.... 

You glance toward the door .... You 
imagine you see green toes (or are they 
fingers?) sticking out from underneath. 

But Mr. Briefcase quickly gets your atten¬ 
tion back by waving a fistful of dollars in 
your face. 

Be Willing to Pay the Price 

any cards require a sacrifice or a 
payment of mana every turn. If 
you are willing to pay this price, 
you an gain an awesome card with a 
cheap casting cost. Look once more at 
Fasting. Its an enchantment that provides 
vou up to 10 life for one white mana. 
Skipping your draw phase is the price you 
pay, and, as mentioned earlier, it isn’t nec¬ 
essarily even a cost; skipping your draw 
phase not only keeps you from running 
out of cards but also prevents your oppo¬ 
nent from hurting you during your draw 
phase. Mishras War Machine is another 
good example of a card thats worth the 
price. Its a 5/5 banding creature for seven 
mana of whatever color you want. All 
you have to do is discard a card every 
turn. But you won’t need any other cards 
when you’re hammering your opponent 
tor 5 damage every turn. 

Big Creatures Can Win You 
the Game 

ig creatures deal more damage than 
small creatures, making them clearly 
superior. Further, its much harder 
tor Mr. Suitcase to Fireball a Lord of the 
Pit than a Benalish Hero. But Lord of 
the Pit is only one example of a mon¬ 
strous creature that can pound your 
opponent into mush. Look at Elder 
Und Wurm. Its a 5/5 creature, and it 
tramples. Sure, it has the minor price of 
having to block before it attacks, but so 
w hatr That cost is paid the first time 
your opponent attacks while its in play. 


Leviathan is another strong creature. Its 
power and toughness are twice that of 
Elder Land Wurm, and it tramples too. 
Yes, you have to sacrifice islands to it, 
but if you follow the third guideline and 
include plenty of land in your deck, 
you’ll always have more to feed it. You 
probably won’t have to attack with it 
very many times anyway. 

You hear pounding on the door now, 
a?id its very distracting. 

Be Prepared for Creatures 

e prepared for your opponent’s play¬ 
ing with creatures by turning this 
strategy against her. Play Creature 
Bond on your opponent’s Leviathan and 
then kill it, and you will not only be rid 
of the Leviathan, but you will have dealt 
10 damage to your opponent and possi¬ 
bly have defeated her. Another tactic is 
to play a card like Brainwash on your 
opponent’s creatures so that your oppo¬ 
nent will have to tie up mana to attack 
you, leaving her without resources. 
Finally, Marsh Gas (a black instant from 
The Dark) can he a lifesaver against crea¬ 
tures, since it gives all creatures -2/-0 
until end of turn. 

Enchantments Can Make Up 
for Deficiencies 

ou can often use enchantments 
on your creatures to make them 
stronger. When your opponent 
plays Creature Bond on your 
Leviathan, play Regeneration on it, 
making it even harder to kill. Or play 
Firebreathing on it so that you can 
really increase the amount of damage it 
does. Putting a Red Ward on your crea¬ 
ture makes the creature invulnerable to 
Fireball, Lightning Bolt, and Disinte¬ 
grate, just to name a few spells. Like¬ 
wise, a Black Ward on a creature will 
prevent damage from even the most 
persistent Pestilence. It’s also a good 
idea to keep piling creature enchant¬ 
ments on one creature to make one 
large, formidable foe. Imagine a 13/3 
Merfolk of the Pearl Trident, all 
because of two Unholy Strengths and 
two Feast of the Unicorns. 

You remember how Mr. Suitcase took 
out your Firebreathing, Blood Lusted 
Killer Bees with one Terror. Oh well. It 
looks like someone is unscrewing the 





hinges. You'll be glad when Mr. Briefcase is 
finished so you can find out what the heck 
is going on. 

Surprise Can Be Your Greatest Ally 

E xamine the expansions with an eye 
toward cards you don’t think anyone 
will play; these are the cards that 
will catch your opponent off guard. Try 
tossing some Wood Llemcntals (a green 
Legends'* creature) in your deck. No one 
plays with them because their power and 
toughness are determined by the num¬ 
ber of forests you sacrifice when they 
come into play. Or bring our Tower of 
Coireall (an artifact from The Dark) and 
stop those nasty, inexpensive walls like 
Wall of Wood from blocking your crea¬ 
tures. Your opponent will he even more 
shocked when you plop down the band¬ 
ing lands from Legends and band your 
Elder Dragon Legends. 

Keep Your Opponent Guessing 

n t least once a game, make a move or 
play a card that seems not to help 
you at all—or even hurts you. Your 
opponent will be so distracted, wonder¬ 
ing why you made that move, that he 
will he unprepared when you blindside 
him with a Firebreathing, regenerating 
Leviathan. Play Channel, for example, 
but don’t actually convert any of your 
life to mana. This will confuse him so 
much that he’ll he totally surprised by 
and ill-prepared for the Fireball you hurl 
at him the following turn. 

Channel without converting life? Mr. 
Brirfcase starts packing away his cards 
when the door crashes open to reveal—-you 
guessed it — Mr. Suitcase. Mr. Briefcase 
rushes past you out the door as Mr. Suit¬ 
case explains how the impostor escaped 
from the Island of Misfit Clones some time 
in April and has been wreaking havoc on 
unsuspecting Magic players ever since. 
While his ideas sound reasonable at first , 
they're only loosely based on effective strat¬ 
egy. If you take Mr. Briefcases advice , says 
Mr. Suitcase , you'll have to pay off your 
opponents if you ei>er hope to win a game. 

Paul Peterson wrote this issue of 
“Excuse Me , Mr. Suitcase?" after a rather 
devastating blow to the head; we thought 
its painkiller-induced insight made it 
appropriate for this month. 
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EXPERT ADVICE 


by Jeff Franzmann 


In the world ofTorwynn , scholars 
and magi spend lifetimes accumu¬ 
lating knowledge about the spells 
and creatures that inhabit the 
multiverse of Dominia. Now the 
secrets of Necropotence , Elkin 
Bottle, and Mystic Remora are 
about to be revealed. 
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M agic: The Gathering is a game of advantages. 

Whether you seek superiority in your position 
through the accumulation of lile, land, creatures, 
or cards, you arc forever attempting to gain the 
upper hand. A higher life total allows you to out¬ 
last your opponent; with more land, you have 
more mana available to cast spells; you can overwhelm your 
opponent il you have* more cre*atures; and with more cards, 
you get all of" these advantages. Several cards in Magic let 
you gain this card superiority, including Necropotence, Elkin 
Bottle, and Mystic Remora. 


n E C RjO P O f E n C E 

▼ 

Somewhere in a tower within the marshy fens of the Afourning 
Lands , a lonely figure sat hunched over an immense tome. Every 
so often he paused in his readings to run a hand through his 
long bLtck hair and to tap his chin in thought. A gremlin sat 
perched on the edge of the desk drinking from the inkwell.\ 
belching loudly at regular intervals F and earning repeated glares 
from its master. Canticle , Necromancer Emeritus , was a man 
with little time for distractions , especially when engaged in 
study. Earlier in the day his readings had drawn him far into 
the past of lands not his own , and he had uncovered the secrets 
of Necropotence. 

An enchantment which costs three black mana to bring 
into play, Necropotence is a subtle yet powerful spell. It 
forces you ro skip your draw phase, and any card that you 
discard is removed from the game. You may, however, pay 1 
life to set aside the top card from your library; at the begin¬ 
ning of the next discard phase, you put that card into your 
hand. Thus, you are not drawing a card—you are putting a 
card in your hand, an important distinction in Magic. 

Most Magic players will overlook Necropotence entirely 
because, at first glance, it doesn't seem to have any merits: 
you skip your draw phase and then have to pay a life if you 
want a card. If you know which cards to play with it, how¬ 
ever, Necropotence has a wide variety of applications—not 
the least of which is getting more than one card in a turn. 

I he primary problem w r ith many of the Necropotence 
tactics is the large expenditure of life necessary to gain cards. 
Fountain of Youth can easily be used every turn to gain a 
life, essentially letting you use Necropotence's card-gaining 
ability once every turn for free. Ivory lower gives you life for 
every card in hand over lour, allowing you to use Necropo¬ 
tence to keep your hand full without losing large volumes of 
life. With Zuran Orb, you can sacrifice a land for 2 life. And 
spells like Drain Life and Soul Burn give you life while tak¬ 
ing it from your opponent. Your style of play and personal 
preference will determine which tactics you use to keep vour 
life total stable. 

I>HAW AND DISCARDS MAKINC IT HURT 

As a method of avoiding negative draw effects, Necropotence 
is ideal. Numerous enchantments and spells punish you for 




















drawing cards, whether it be through damage 
(>r denial. By including these cards in your 
deck along with Necropotence, you can not 
onlv avoid these negative effects, but you can 
also use them to your advantage. 

Consider Chains of Mephistopheles (a 
black enchantment from Legettds). After the 
first draw in a phase, it forces players to 
first discard a card before they draw. If 
vou use Necropotence, you can simply 
pay life to pull as many cards into your 
hand in a turn as you want, without 
having to discard first. Add a Howling 
Mine into the mix, and things become 
trulv entertaining. Now your opponent is drawing more 
cards but is never gaining more cards since hes forced to dis¬ 
card every turn. If your opponent is using Mystic Remora or 
Sylvan Library to draw additional cards, Chains can be used to 
negate this advantage while you take the upper hand using 
Necropotence. 

Or you can play with Zurs Weirding. When Zurs Weird¬ 
ing is in play, all players play w r ith their hands face up, and 
whenever any player draws a card, any other player may pay 2 
life to force the drawing player to discard that card. You can 
set aside as many cards as you like with Necropotence while 
Forcing vour opponent to discard each card she draws. Add in 
Ivory Tower and make a one-time payment of 4 or 5 life to fill 
up your hand. Now you can sit back and gain life during your 
upkeep while denying your opponent card after card. And if 
you get tired of doing nothing but watch your opponent 
empty her library, use Necropotence to draw whenever you 
need to. 

Zurs Weirding is even more effective with Necropotence 
■ hen you add other cards into the mix. Diabolic Vision and 
Brainstorm let you look at cards in your library and take one 
into your hand. Orcish Spy simply lets you look at the top 
three cards in a target players library. Knowing what the cards 
in your library will be allows you to use Vexing Arcanix to pull 
tnem into your hand without spending life. Now use Zurs 
^ circling and pay life to make your opponent discard each 
card she draw’s. 

Underworld Dreams (a black enchantment from Legends) 
deals 1 damage to your opponent for every draw she makes. 

Vou can use this in conjunction with Zurs Weirding and 
Necropotence to create some very’ ugly situations, hirst, your 
opponent takes damage from Underworld Dreams when she 
craws. You can then force her to discard that card, while you 
pull even further ahead in the card race with Necropotence. 

There are other risky-yet-decisive methods of using 
Necropotence to its full effect. Build a deck heavy with land 
3nd use land’s Edge. This enchant world lets you discard at 
iri y time, and if the card you discard is a land, I^ands Edge 
deals 2 damage to a target player. Use Necropotence to set 
^ide several cards, knowing full well that a large number cl 
tbcm will be land. When you pull them into your hand, you 
03 n then discard the lands during your discard phase, dealing a 
;r ce amount of damage all at once. This same trick works 


# quite well with Stormbind, with the advantage 
that you can discard any card (not just land) 
but the disadvantage that you have to spend 
mana to do so. 

Many players have avoided using Necropo¬ 
tence because it seems unnecessarily expensive 
and counterproductive; however, knowing what 
its advantages are and taking the time to research 
which cards work w r ell with it makes Necropotence 
an incredibly useful card. 

ELKjn BottLE 

▼ 

Canticle sat back as he pondered the implications of 
what he had discovered. The writings had been there 
for centuries , and yet he, trained in the arcane arts, a former 
chair of the Institute, had failed to uncover them. The thought 
disturbed him, and he stood to examine the bookshelf behind 
his desk. If such powerful magicks had escaped his notice , imag¬ 
ine what else must lay hidden upon his shelves. 

Smiling he pulled an elaborately decorated bottle from behind 
a kobo Ids skull a container, crafted in the distant past ofTor- 
wynn, known to scholars and magi alike as an Elkin Bottle. 

An unassuming artifact which costs three mana to bring 
into play, Elkin Bottle lets you take more cards without actu¬ 
ally drawing them. By tapping the Bottle and three mana, you 
can take the top card from your library and place it face up in 
front of you. That card may be played as if you had it in hand, 
although it’s removed from the game if you haven’t used it by 
your next upkeep. The Bottle has long been the subject of a 
great deal of derision for its apparent lack of function—many 
feel that its simply a quick way of removing a card from the 
game. Using the Bottle effectively, however, means applying 
careful resource management, knowledge of deck mechanics, 
and cautious play. 

ALL IN GOOD TIME 

One of the easiest ways to make use of Elkin Bottle is in a 
weenie-horde deck. After the third or fourth turn, you should 
have enough land in play to be able use those extra cards from 
Elkin Bottle, especially when they’re creatures with small cast¬ 
ing costs. So instead of playing one creature a turn, you can 
easily put down two. 

Elkin Bottle is also excellent with spells, creatures, and arti¬ 
facts that allow you to sift through your library. Take Brain¬ 
storm, Diabolic Vision, Orcish Spy, or Visions, for example. 
They let you see what cards are coming up next, and Elkin 
Bottle gives you the opportunity to use them sooner rather 
than waiting for your draw phase. 'This is exceptionally useful 
for setting up combinations or locks. Add a Petra Sphinx or 
Vexing Arcanix into the mix, and you can draw three cards a 
turn as opposed to one. Likewise, know ing what cards are 
coming up can make Elkin Bottle useful during your oppo¬ 
nents turn. For example, if you know a Lightning Bolt is sit¬ 
ting on top of your library, use Elkin Bottle on your 
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opponents turn, cast the Lightning Bolt, 
and the Bottle will still he ready for use on 
your own turn. 

Furthermore, the extra card you take 
with Elkin Bottle is not in your hand. This 
means that it can’t be affected by Disrupting 
Scepter, Hymn to Tourach, Mind Twist, or 
any other form of discard effect. In addition, 
cards taken through F.lkin Bottle are not sub¬ 
ject to the effects of Zur s Weirding or Under¬ 
world Dreams. Using the Bottle with Zur’s 
Weirding, for example, allows you to pull a card 
by paying mana, and it still cant be affected by 
the Weirding. 

Despite its myriad of benefits, though, Elkin 
Bottle does have its disadvantages. While you’re 
gaining extra resources, it also costs you in mana, even though 
its still cheaper than other draw-a-card effects such as Jayem- 
dae Tome. 'Liming is important, too. Players should not play 
a land until they’ve used Elkin Bottle because they may end 
up having to remove a more-needed land from the game, 
having already played a land that turn. But if you exercise 
caution when using the Bottle, it can be a powerful addition 
to your deck. 



One method of avoiding continual upkeep pay¬ 
ments is through the use of Boomerang. Once the 
costs get out of control, simply Boomerang the 
Remora back into your hand and cast it again. This 
allows you to make use of the enchantment over a 
much longer period of time. Time Elemental is 
another option, allowing you to repeate " 
it back into your hand should the co 
prohibitive. Another way to increase t 
of turns you have Mystic Remora in play is 
put multiple Remoras in your deck. 



MysTic Rjeitiora 


The Necromancer Emeritus mumbled to himself as he placed the 
Bottle back on the shelf. It had been so long since he had looked 
at some of these knick-knacks and missives that he had forgotten 
where he had found many of them. He began tossing papers > 
half-writ ten letters , and small folios off his desk. The gremlin 
leapt to its feet , squeaking violently in protest, and fell silent 
only when a particularly large tome knocked it off the desk. 

\'Ahh ...." He had found what he sought. Canticle sat down and 
carefully removed the soft velvet covering from the globe. The orb 
was a small thing, really a sealed-glass container given to him 
while he was visiting Cameshbaan. But inside, swimming in the 
waters> ivas a Mystic Remora. 


At a cost of one blue mana, this enchantment is one of the 
cheapest to cast. Maintaining it, however, is another matter 
altogether, as it requires a cumulative upkeep of one colorless 
mana. Mystic Remora allows you to draw a card whenever an 
opponent successfully casts a non-creature card, and that oppo¬ 
nent may pay four mana to counter the effect. If he chooses 
not to allow you to draw a card, he will be at a disadvantage in 
terms of mana availability. Note that this enchantment is acti¬ 
vated each time an opponent casts a spell in a turn. If your 
opponent casts Dark Ritual and uses the extra mana to power 
another spell, you may he entitled to draw two cards. This can 
provide you with an incredible card advantage in a short 
period of t ime. Most view the cumulative upkeep as a neces¬ 
sary balancing tool; however, there are many ways to get 
around the upkeep requirement, allowing you to take full 
advantage of the powers it offers. 


TAKING ADVANTAGE 

Mystic Remora is most useful in the early 
Type I game. If you manage to play it in the first few turns, 
every Mox and Lotus your opponent puts into play nets you 
additional cards. If you have your own Moxes, the cumulative 
upkeep is less of a consideration as well. Early in the duel. 
Mystic Remora can give you an all-important advantage in 
terms of cards, as your opponent will be unable to pay the 
costs required to prevent you from drawing extra cards. 

Playing Mystic Remora in the later stages of a due! allows 
you to pay the upkeep more effectively and draw more cards, 
although it ties up resources which you might need elsewhere. 
If you are using creatures and artifacts which allow you to tap 
and untap a Winter Orb at will, you can keep Mystic Remora 
in play long enough to give your opponent serious headaches, 
since she most likely won’t be able to pay the mana to counter 
the Remoras effect. (Of course, you have to make sure that 
your opponent is still casting enough spells to make Mystic 
Remora worth having in play.) Using Mystic Remora with 
enchantments like Stormbind or Land’s Edge, which deal dam¬ 
age to your opponent from discards, can also work well if 
Remora is giving you cards faster than you can cast them. 

Discard concepts, which are not only extremely effective 
but also extremely popular, can also be hampered through use 
of Mystic Remora. Each time your opponent casts Hymn to 
Tourach or Mind Warp, you will be able to replenish at least 
one of your cards unless your opponent wants to tap four more 
mana to prevent you from drawing. 

Mystic Remora is yet another way you can increase the 
potency of your hand by having more cards to choose from. 
And at the same time, you can use your opponents attempts to 
cast spells against him. 


Canticle turned the glass globe slowly in his hand. In the years 
after abandoning his chair at the Institute , he had come across 
magicks from all corners of Tor uy tin and from planes beyond. 
At timesy he wondered if he would ever be able to master them 
all. Standing, he promised himself that he would not rest until 
he had. 




A familiar voice on the Net with his column “Singk-Card 
Strategies, Jeff Franzmann is author of the recently released 
hook, Single-Card Strategies for Magic: The Gathering. 
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Congratulations. You called your first play as a major 
league manager. And you did it while playing Top of the 
Order, the awesome new interactive card game from 
Donruss. To win, you 
need brains. You need 
{juts. You need some 
luck. Because you rail 
the shots, just like a 
big league skipper. 




Play Top of the Order and you can draft an MLB team 
from an 80-card starter deck of authentic game photos. 

You can build a dream team 
with booster packs, up to 
360 cards in all. You can 
challenge your friends. 
Top of the Order. Get off 
your butt Get to the 
store. Get it today. 
















EXPERT ADVICE 


by Beth Moursund 



Deco n st ru ct i o n 

Permission Decks 


Welcome to the first installment of 
“Deck Deconstruction , ” a new col- 
umn intended to help beginning and 
intermediate players as they prepare to 
construct (and duel against) more 
advanced decks. Each issue , well dis¬ 
cuss the design and playing strategy 
for one popular deck type. If you ve 
got a favorite deck type (or most 
hated deck type , for that matter) that 
youd like to see covered here, write to 
Deck Deconstruction c!o The Duelist, 
P. 0. Box 707 .i Renton, WA 98057 i 

or email duelist@wizards.com. 

E VER BEEN in a duel in which 
you wondered if you were play¬ 
ing Magic: The Gathering*' or 
“Mother, May I?” If so, you’ve 
encountered a “permission deck.” The 
permission deck is named for its effects: 
when its working well, the opponent is 
forced to “ask permission” for everything 
he or she tries to do. Any spell the per¬ 
mission mage doesn't like the looks of is 
met with a quick interrupt and is coun¬ 
tered. And when the opponent finally 
manages to get something past the bar¬ 
rage of counterspells and into play, it 
doesn’t last long before it’s destroyed, 
neutralized, or even stolen. 

Permission decks arc strongest against 
decks that depend on a few key cards or a 
small number of powerful creatures. Once 
the permission mage figures out the 
opponent’s strategy, he or she can focus 
on counterspelling the key cards, thus 



paralyzing the whole deck. Permission 
decks have more problems facing less- 
focused decks, such as swarm decks; in a 
typical swarm deck, one card is pretty 
much as good as another (“Go ahead, 
counter my Pegasus—there’s more where 
that came from!”). Permission decks can 
also be vulnerable to cards like Disrupt¬ 
ing Scepter and Black Vise, since a per¬ 
mission strategy requires holding onto 
most of your cards until your opponent 
gives you something to react to. In tour¬ 
nament play, permission decks may run 
into problems because of time limits, 
especially if life totals are used to deter¬ 
mine the winner when time runs out. 

The strategy tends to produce long 
games, and its not uncommon for the 
permission player to be behind in life 
points until the very end. 

FOUNDATION CARDS 

P ermission decks always include a 
heavy blue component. In Type 
II, most start with a foundation 
of four Counterspells and four Power 
Sinks. (xmnterspell needs no explanation: 
for two blue mana, it stops any spell in its 
tracks. To use Power Sink effectively, 
though, you must have more free mana 
than your opponent, so it’s not quite as 
reliable a way to say “no.” But when it 


does work, it not only counters the 
spell it’s targeting, but it also forces your 
opponent to tap all his mana-producing 
lands. This is almost as good as making 
that player skip a turn, and it can be 
deadly against other permission decks 
since it leaves them unable to counter 
further spells. 

Spell Blast is a bit less common in 
permission decks. Some permission mages 
use Spell Blast on low-cost spells, saving 
Counterspells for bigger targets. Blue 
Elemental Blast and Hydroblast are also 
cheap to cast and make excellent side¬ 
board cards; not only are they cheaper 
than Counterspell, but they can destroy 
red permanents as easily as they counter 
red spells—two functions for the price of 
one. (Hydroblast also has the advantage 
that it can be used in combination with 
Sleight of Mind to affect spells or perma¬ 
nents of any color.) 

No matter how many counterspells 
you have, at some point your opponent 
will successfully cast a spell. A permission 
deck must have ways to deal with perma¬ 
nents when they do make it to the table. 
One of the best ways (and one of the 
most aggravating to your opponent) is to 
take control of the permanent yourself, 
using Control Magic, Steal Artifact, 
Seasinger, or other such cards. Another 
way is to just smile and return the perma¬ 
nent to her hand with Unsummon or 
Boomerang. This is especially satisfying if 
she used non-renewable resources (like 
Dark Ritual) to cast it and can’t afford to 
re-cast it. In any case, you may be able to 
counter it the next time it’s cast. And, as 
we 11 discuss, permission decks can also 
rely on other colors to help deal with per¬ 
manents that make it into play. 
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PLAYING PERMISSION 

ermission decks tend to be slow 
starters. Often the permission 
mage will be pummeled for the 
first few turns as he tries to get enough 
cards in play to take control of the game. 
Gimebacks when the opponent has a 
lead of 10 life or more are common, and 
many permission mages enjoy telling sto¬ 
ries of reaching 1 life before dealing any 
damage and still surviving to win the 
duel. When playing a permission deck, 
don’t panic or give up just because your 
opponent pulls ahead quickly. 

Recognizing your opponent's strategy 
early is essential for deciding which spells 
must be countered and which ones can be 
let by. Decks with only a few ways to deal 
damage can be completely neutralized by 
countering those key spells. Decks that 
depend on a “lock”—a specific combina¬ 
tion of cards that will leave an opponent 
helpless—can be shut down in the same 
way. Other decks, though, will nibble you 
to death with small creatures or little bits 
of damage while you’re looking for the big 
threat. And, just to complicate the issue 
further, identifying which spells are most 
dangerous depends on which variant of 
the basic permission deck you re playing. 
There's no substitute for experience here; 
you need to play a given deck against 
many other decks to learn what its biggest 
weaknesses are. One rule of thumb: only 
counter things that would let your oppo¬ 
nent win, and ignore those that just stave 
off losing. For example, don’t waste your 
counterspells on life-gaining effects. 

Timing your spells is critical when 
playing with a permission deck. Counter¬ 
spells, of course, must be used as the spells 
to be countered are cast, but once a card is 
in play, you should probably leave it alone 
until it becomes a threat. For example, if 
your opponent summons a creature, you 
could Boomerang it right away. If you 
wait, though, your opponent might sum¬ 
mon a better target for the Boomerang or 
she might use other spells to augment the 
creature, allowing you to nullify two or 
more spells for the price of one. 

A wily opponent may hold onto key 
spells until he or she has enough mana to 
cast two or more spells in the same turn. 

1 he strategy is to cast a less important, 
probe” spell to draw out your counters, 
leaving an opening for the critical spell. 


Of course, your opponent may also bluff, 
tossing out the important spell as a seem¬ 
ing throwaway, hoping that you’ll let it go 
in anticipation of the non-existent “real 
threat” to follow. 

You can play the bluffing game, too. 
Try to always keep a card or two in your 
hand so your opponent will never know 
if you have a counterspell or not, and 
never tap out if you don’t absolutely have 
to. Without cards in your hand or mana 
available, you are helpless, and any oppo¬ 
nent worth his salt will know it. 



Some permission mages take bluffing 
to a high art, muttering “wait” and reach¬ 
ing out to tap an island when the oppo¬ 
nent announces a spell. They then stop, 
appearing to mull the situation over 
before finally sitting back with a “Nah, 
you can have it.” This sort of drama is 
most useful against intermediate players, 
as beginners will be blind to your subtle 
threats, and expert players will quickly 
recognize your counterspelling capabilities 
without (or in spite of) your posturing. 

PERMISSION PLUS 

he strategy behind a particular 
permission deck is determined by 
the deck’s composition, in both 
colors and cards. Pure permission decks 
are almost never seen, for the simple rea¬ 
son that they don’t do anything. In addi¬ 
tion to stopping your opponent, your 
deck needs some way to win. Different 
approaches to this result in various types 
of permission decks, with blue-white and 
blue-red decks being the most common. 

Most permission decks are blue and 
white. White adds Disenchant and 
Swords to Plowshares, rwo very cheap 
and effective ways to dispose of perma¬ 
nents that make it into play, letting you 
stretch your counterspells further. White 
also has Spirit Link, which can disable an 
opponents creature almost as well as 




destroying it would. White also offers 
Land fax, to keep your opponent from 
getting a mana advantage that could oth¬ 
erwise make your Power Sinks and Spell 
Blasts useless. Finally, Wrath of God and 
Balance work wonders when you have no 
creatures of your own. A blue-white per¬ 
mission deck is usually very passive, rely¬ 
ing on only a few cards to deal damage: a 
Serra Angel or two, a Black Vise, perhaps 
a Mahamoti Djinn. {For an example of 
such a deck , see “Spotlight On: Brian Weiss- 
man t " pg. 62.) Some forswear damage 
altogether, trying instead just to drag the 
game out long enough that the opponent 
runs out of cards; this overlaps with the 
“Millstone Deck” concept, which is a 
topic for another issue. 

Blue-red permission decks can be sur¬ 
prisingly effective, despite their seeming 
contradictions. Red’s various direct-damage 
spells are doubly useful: you can use them 
to destroy creatures that make it into 
play, and (if the game goes on long 
enough) you can finish your opponent off 
with one big Fireball or Disintegrate. Like 
Disenchant, Shatter can deal with arti¬ 
facts, but it’s useless against enchantments 
(you’d better counter or B<x>merang 
those). And red offers some of the most 
cost-effective large creatures around. A 
blue-red permission deck with direct 
damage and big, flying creatures placed 
second in this year’s Northwest Regionals. 
It won many of its games by simply field¬ 
ing a Shivan Dragon or a Mahamoti 
Djinn after the opposing creatures had 
been countered, controlled, or destroyed. 

LAST THOUGHTS 

P laying a permission deck can be 
tricky. The deck’s focus on reac¬ 
tion rather than action may be 
hard to get used to. The need to recog¬ 
nize and anticipate your opponent’s strat¬ 
egy and actions also makes this type of 
deck difficult for less experienced players 
to play well. But used effectively, permis¬ 
sion decks are extremely powerful. Even 
players who don’t care for this style of 
play should he familiar with it and should 
be prepared to deal with it in their own 
deck strategies. 

Beth Moursund is the Magic netrep on 
77itg-Mwizards.com a?id a frequent 
contributor to The Duelist. 
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S ome cards in Magic: 

The Gathering are so 

powerful that having mul¬ 
tiple copies of them in a 
deck can be a huge advan¬ 
tage. Some of these cards are the key 
ro certain potent combinations, while 
others dominate the game by them¬ 
selves if the player can overcome their 
drawbacks. In the name of game bal¬ 
ance, the Duelists’ Convocation has 
restricted many of these cards, and 
players have been forced to get the 
most out of the single copy of the card 
allowed in their tournament decks. 

How do you make one card do for 
four or more copies of that card? One 
of the best approaches is to find ways 
around the one-card limit. Decks that 
rely on this principle are generally 
referred to as “recursion decks," 
because they are set up to allow you to 
use the ability of the same card over 
and over again. Presented here are the 
key principles behind recursion— 
which I’ve dubbed “Reuse, Recycle, 
Reduce"—as well as some of the tech¬ 
niques you can use to make this strat- 
egy work in a deck. Be warned, 
though; most of these recursion strate¬ 
gies rely on cards only available in the 
Type I environment. 


How to Turn Your Opponent 
into Compost) 


reuse... 

We’ve already noted that certain cards are 
restricted precisely because having multi¬ 
ple copies of them can be extremely pow¬ 
erful. The best way to tap into that 
power, then, is to effectively increase the 
number of those cards in your deck. 

One of the more straightforward ways 
to do this is to duplicate or steal existing 
ones. Copy Artifact (or Steal Artifact) on 
either Candelabra of lawn os or Ivory 
Tower works well, as does Pork with 
Time Walk. Another way to effectively 
increase the number of restricted cards at 
your disposal is to replay them. Cards 
like Regrowth, Recall, and Forgotten 
Lore let you get a card back from the 
graveyard so you can use it again. 


You can use a replay card to reuse a 
reshuffling card to reshuffle the replay 
card back into the deck, setting up an 
endless loop of cards. By using Regrowth 
and Time twister together, you can reuse 
the same spell any number of times, even 
if there is only one copy of it in your 
deck. A deck built around this combina¬ 
tion lets you play all your cards over and 
over again, making all of your restricted 
spells extremely deadly. 


RECYCLE... 

However, these spells will only get a par¬ 
ticular card back once. To use all of your 
restricted cards multiple times, you’ll 
want to recycle , or reshuffle, your deck. 

By using either Timetwister or Feldons 
Cane, you can get all your cards back 
from your graveyard and into your 
library, giving you the chance to redraw 
both the restricted card and the cards like 
Regrowth that let you replay specific 
cards. Phis doubles the number of times 
you can play a spell; instead of just Time 
Walk, Regrowth, then Time Walk, you’ve 
now got Time Walk, Regrowth, Time 
Walk, Feldons Cane, Time Walk, 
Regrowth, Time Walk, and so on. 
Reshuffling gives you an added advan¬ 
tage if you have a lot of land in play and 
a lot of non-land cards in your graveyard, 
since it will then decrease the percentage 
of mana in your deck, increasing your 
chances of drawing a non-land card. 

By combining replaying and reshuf¬ 
fling, you’ve got the basics of recursion. 


REDUCE 

The ability to replay or reshuffle your 
cards becomes more and more powerful 
as you decrease the number of cards in 
your deck, either by playing permanents 
or by removing your own cards from the 
game. Once you reach eight cards total 
in your hand, graveyard, and library, for 
example, it doesn't matter where your 
opponent cuts your deck after you cast 
Tlmetwister—you'll know exactly what 
you’re going to draw. At this point, you 
have successfully set up the loop: you can 
cast the potent, restricted cards that are 
aimed at harming your opponent, cast 
1 imetwister to draw them again, and 
repeat this until you've defeated your 
opponent. 

Each time you loop this way, you can 
use the effect of a single card to devastate 
your opponent. In other words, if you 
loop a Disenchant repeatedly, you can 
eliminate all of your opponent's artifacts 
and enchantments. Play a Strip Mine 
(with Fastbond) and he loses all his land, 
use a Swords to Plowshares and he loses 
all his creatures, or take a Time Walk and 
you get as many turns as you want! 


SHOOTING THE LOOP 

Decks designed to set up this limited- 
card loop represent one of the two basic 
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A Looping Deck (aka,“The Crow”) 



Ancestral Recall 

1 Feldon’s Cane 

1 Mox Pearl 

1 Sylvan Library 

Bazaar of Baghdad 

1 Forest 

1 Mox Ruby 

2 Taiga 

Berserk 

1 Instill Energy' 

1 Mox Sapphire 

1 Time Walk 

Birds of Paradise 

1 Island 

1 Power Sink 

1 Timetwister 

Black Lotus 

1 Island Sanctuary' 

1 Regrowth 

4 Tropical Island 

Clone 

1 Ivory Tower 

4 Savannah 

4 Tundra 

Copy Artifact 

1 Library of Alexandria 

4 Spirit Link 

4 Unstable Mutation 

Dance of Many 

1 Mana Flare 

1 Spectral Cloak 

4 Verduran Enchantress 

Disenchant 

1 Mox Emerald 

1 Stone Calendar 

1 Zuran Orb 

fastbond 

1 Mox Jet 

1 Strip Mine 




ivpcs of recursion decks. To make a loop¬ 
ing deck work, however, there are a few 
problems you will have to overcome. The 
first challenge is how to draw and play all 
your cards quickly to get to the eight to 
twelve cards you want in your hand, 
graveyard, and library'. Verduran 
Enchantress usually makes a good choice 
for drawing more cards, since once 
you we got two or more in play, you 
should he able to play your entire deck 
by casting an enchantment to start the 
chain reaction. Dance of Many also 
tends to work well with Verduran 
Enchantress, since it is both an enchant¬ 
ment and another Verduran Enchantress. 
As an enchantment that will let you draw 
more enchantments for two life per card. 
Greed is another good complement to 
the deck. Of course, you 11 need to pro¬ 
tect your Enchantresses, so Spectral 
Cloak, Spectral Shield, Castle, and 
Anti-Magic Aura can all come in handy; 
you can even use Illusionary Mask to 
keep the Enchantresses a secret until 
it’s too late. 

The Enchantress am help you draw 
your cards quickly, hut you also need to 
be able to play them quickly to get your 
hand and library' down to size. Fastbond 
w iD allow you to ditch all the land, but 
you also need to accumulate tons of 
mana. Usually Mana Flare, Stone Calen¬ 
dar, Birds of Paradise, and Candelabra of 
Iawnos are good bets here. 

You’ll also want ways to gain life to 
counterbalance the effects of Fastbond 
<md damage from your opponent; typical 


choices for this are Spirit Link, Ivory 
Tower, Zuran Orb, or Dark Heart of the 
Woods. Finally, if you’re going to get 
down to only eight cards, you 11 want an 
Island Sanctuary to keep you from dying 
as a result of running out of cards. 

In one version of the loop deck (sboum 
above), you try to get to the point where 
y r ou have an Island Sanctuary, two Stone 
Calendars (or one and a Copy Artifact), a 
Fastbond, and a creature with Spirit Link 
and Unstable Mutation in play, and just 
Time Walk, Berserk, Timetwister, 
Regrowth, Disenchant, Power Sink, Black 
Lotus, Swords to Plowshares, and Strip 
Mine in your hand, graveyard, and 
library. At that point, you can use the 
Black Lotus to alternately power the 
Regrowth and Timetwister, gaining one 
mana each time you use Timetwister. 
This mana is then used alternately for 
Berserk and Time Walk, letting you build 
up a lot of extra turns and make your 
creature as big as you like. 

Once, with a deck like this, I used 
Berserk twenty times on a Serra Angel 
with four Unstable Mutations and four 
Spirit Links, doing over sixteen million 
points of damage and gaining a ridicu¬ 
lous amount of life. Since we were play¬ 
ing a multiplayer free-for-all, 1 then 
proceeded to take my extra turn from the 
Time Walk to do the same to the next 
person! Later, I used the same deck to 
win a "Two-Headed Giant" tournament 
(two-on-two); this deck tends to work 
very well in team games, since the other 
team members can usually protect you 


long enough to get the game-winning 
combination out and kill everyone on 
the other team. 

FOR EVERYTHING 
(CHURN, CHURN, CHURN)... 

Playing all your cards as permanents and 
looping the last few works well, but its 
not the only way to use the same cards 
over and over. Another, similar method 
is churning your deck. (An example of a 
churning deck is shown on the next 
page.) looping depends on getting all 
your cards in play to reduce your deck 
size to less than a dozen cards; churning 
relies on playing and sacrificing your 
cards, running through your whole 
library ever)' turn no matter how many 
cards are in your deck. This is accom¬ 
plished by drawing most or all of your 
cards every turn with card-drawing 
effects, and then playing them or sending 
them to the graveyard, followed by 
Timetwister to start the sequence again. 

To get this strategy going you can use 
any spell that lets you draw an unlimited 
number of cards each turn. Book of Rass, 
Greed, Lich, and Necropotence can all be 
made to work. Necropotence tends to be 
better for looping than for churning, 
though: when you discard a card with 
Necropotence, its removed from the 
game, making it even easier to get down 
to only eight to twelve cards in your 
hand, graveyard, and library. 

Because most of the card-drawing 
effects used for churning cost life, you 
need to gain as much life from your life- 











gaining sources as you lose from your 
card drawing. Dark Heart of the Woods 
is probably the best choice for this, but 
Zuran Orb works almost as well, and 
Diamond Valley can also be made to 
work. You’ll still need lots of mana (Mana 
E‘. Hare) and a way to play your land quickly 
(Fastbond), just as in a looping deck. 

When you’ve got Mana Flare, Dark 
Heart of the Woods, Fastbond, and Book 
of Rass in play, then any time you draw a 
forest, you can play it at the cost of one 
life, tap it for rwo mana, sacrifice it to 
gain three life, and pay two life and two 
mana to draw another card. This effec¬ 
tively eliminates all the forests from your 
deck, leaving you with only non-land 
cards to draw. 

Bazaar of Baghdad is also a good 
addition to this deck: you can tap it to 
discard all your duplicate Fastbonds and 
replace them with new cards. Candelabra 
of Tawnos will let you build up even 
more mana or allow you to re-tap your 
Bazaar or Library of Alexandria to draw 
more cards. At this point, since any time 
you draw a land or a duplicate card you 
can replace it with another card using 
Bazaar of Baghdad, all that's left in your 
deck are the restricted power cards. That 
means that you can use Time Walk, 
Ancestral Recall, and Timetwister to your 
heart’s content. 

SHRINKING AND THINNING 

Because most of the cards in both the 
looping and churning types of recursion 


/ 


decks are dedicated to setting up their 
strategy rather than protecting you from 
vour opponent, they are only effective 
when they can get their combinations in 
place in short order. To get to the neces¬ 
sary cards quickly, it helps to reduce the 
size of your deck by either shrinking or 
thinning. You can shrink your deck by 
using cards that easily replace themselves, 
such as low-cost cantrips like Portent or 
Urzas Bauble. Since you draw to replace 
the card afterwards, its almost like the 
card isn’t there in the first place—the 
only loss is half a turn to play the card, 
and if you get some benefit from the 
card, its easily worth it. Demonic Tutor 
or Demonic Consultation can also help 
you find the key card, as can Sylvan 
Library with any card that lets you 
reshuffle, like I .and 'Lax or Portent. 

Thinning your deck is accomplished 
by removing cards from it that you don’t 
want to draw' later. If you have fewer 
lands in play than your opponent, you 
Gin use Land Tax to draw all the basic 
land from your deck. This is easy enough 
to do using anything that lets you sacri¬ 
fice land or remove land from play: 
Ordsh Lumberjacks, Hallowed Ground, 
Zuran Orb, Dwarven Armory, Strip 
Mine, and the fallen Empires '* sacrifice 
lands like Ruins of Trokair are all differ¬ 
ent ways to get below your opponent in 
the number of lands you have in play. 
Untamed Wilds, Natures Lore, and 
Renewal can also be used to thin out 
your deck by removing land from it. 

Thinning your deck offers you several 


advantages: First, you generally have the 
ability to get more land into play giving 
you more mana over the long run. Sec¬ 
ond, drawing more cards than your 
opponent gives you more options than 
your opponent. Third, removing the 
basic land from your deck makes it more 
likely that you’ll draw' a useful card. 
Finally, if your opponent is playing a 
land destruction deck or a discard deck, 
she’ll have a hard time keeping up with 
all the land you’re drawing, which usually 
means that you’ll win. 

Not only can thinning speed up your 
deck, it can also slow' down your oppo¬ 
nent’s. By using Jester’s Cap to remove 
your opponent's best cards from her 
deck, you make it more likely that she 
will draw only bad cards. Alternatively, 
you can put those bad cards on top of his 
or her library yourself with “rearrange 
cards,” like Portent and Elemental 
Augury (especially w'hen combined with 
a Millstone), or with “stalling cards,” like 
Memory lapse and Stunted Growth. 

Duplicating, stealings replaying, reshuf¬ 
fling, looping, churning, shrinking, and 
thinning: these are the key techniques 
behind the recursion deck—and some of 
the best ways to “abuse” cards like the 
pros. Try each of them out and see w'hat 
works best in vour deck. 

Zak Dolan was the first Magic world 
champion and has been a long-time 
cotitributor to The Duelist. 


A Churning Deck 
(a.k.a. “Book ’Em, Danno!”) 


1 Ancestral Recall 
4 Bayou 

3 Bazaar of Baghdad 

1 Black Lotus 

2 Book of Rass 
I Braingeyser 

1 Candelabra of Tawnos 

3 City of Brass 

1 Copy Artifact 

2 Dark Heart of the 
Woods 


1 Demonic Tutor 
1 Disintegrate 
4 Fastbond 

1 Feldons Cane 

2 Fireball 
6 Forest 

1 Fork 

1 Library of Alexandria 

3 Mana Flare 

1 Mox Emerald 
1 Recall 


1 Regrowth 

2 Strip Mine 

2 Sylvan Library 
4 Taiga 
1 Time Walk 
1 Timetwister 
4 Tropical Island 

1 Wheel of Fortune 

2 Winds of Change 
1 Zuran Orb 
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Its the best thing I've seen for the serious Magic player.” 

—Henry Stem—Third at World, Second at Nationals 

1 definitely suggest buying Beep Magic if you want to improve your playing skills.” 

Wwkk —Adam Maysonet—Southeastern Regional Champion 


HeroZero is a fast-paced, action-packed card game. To win HeroZero 
you race to beat your opponent by collecting a complete set of cards. 
TThe game is simple enough that it can be learned in minutes, but one 
could spend a lifetime fathoming the strategy involved. HeroZero is 
not a collectable card game. All you need to play the game is 
contained in a single deck. Additional decks allow more players. 
After a year and a half of play-testing by gaming groups like the 
Texas A&M University Commons Crew, the HeroZero system has 
been streamlined to perfection. Test marketing revealed the game has 
received immediate acceptance by game players and proved to have 
fast stock turnover in stores! Don't miss out on HeroZero, the hottest 
new game of the year! 
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by Charlie Catino and Henry Stern 


Deck Clinic 

Tuning a well-loved deck is one of the greatest joys and challenges of Magic: 

The Gathering '. Playing and modifying a deck can greatly improve its performance > 
but sometimes a little advice is necessary to turn a good deck into a geat one. 

In the first installment of a new Duelist feature, two Mage experts in this 
issue , Henry Stern (second-place finisher at the 95 IT. S. Nationals) and Charlie 
Catino (developer ^Alliances’ M and co-designer of the upcoming Mage stand-alone, 
Mirage 1 ”—take apart a deck from a player atid offer suggestions on how to improve it. 


LITT LE BIG ONES 

* from Tyler B'telman . age 24 
‘ Seattle, WA 

4 Thallid 
4 Elvish Farmer 
3 Wooly Spider 

1 An-Hawa Constable 

2 Fungal Bloom 

1 Living l^ands 
1 Regrowth 

2 Wild Growth 

2 Johan 

3 Keldon Warlord 
3 Marton Stromgald 
3 Kird Ape 

2 Goblin War Drums 

3 Lightning Bolt 
2 Battle Frenzy 

1 Baton of Morale 
1 Helm of Chatzuk 


10 Forest 
10 Mountain 
4 An-Hawa Township 



CHARLIE CATINO 


I N REBUILDING THIS DECK, 1 resisted 
the temptation to completely restructure 
the deck and stuck as closely as possible 
to the original theme. The theme is to 
make lots of small creatures and then use 
them for either a huge attack or the creation 
of a couple of big, nasty creatures. Since the 
deck was nearly Type II already, I added only 
Type II cards. The deck wasn’t submitted with 
a sideboard, so I didn't create one; this meant, 
though, that I had to give the deck enough 
variety to handle many different situations. 

While not a particularly competitive strat¬ 
egy at high-level tournaments, the theme of 
this deck does give it some strengths: 

Lots of creatures. When your opponent 
draws an early Terror, Lightning Bolt, or 
Swords to Plowshares, you’ll hopefully have 
enough small creatures out that an exchange 
of one of your creatures for one of her spells 
will still be in your favor. 

Many cards in the deck are devoted to 
supporting this strength, including Thallids, 
Kird Apes, Fungal Bloom, and Living Lands. 
For this deck, 'Thallid is an ideal card (a cheap 
attacker capable of generating more creatures) 
and Kird Ape is likewise strong (though I 
removed it to keep the deck Type II). Some of 
the cards in the deck try to support this 
strength but fall a little short. A good example 
of this is Elvish Farmer: the Farmer can create 
more creatures, but its marginal as an 
attacker, and its life-gaining ability isn’t essen¬ 
tial to the deck. A better choice would be 
Thallid Devourer, a more potent attacker with 
a potentially high toughness (something most 
of the decks creatures lack). Another missed 
opportunity in this area was the use of Wild 


Growth for quick mana. Llanow r ar Elves is an 
easy substitution, providing fast mana and 
additional attackers as well. 

Potentially really big creatures . With so 
many other creatures in the deck, Keldon 
Warlord and Marton Stromgald can provide 
for a devastating attack. Both creatures, 
though, rely on an army of small, vulnerable 
creatures for their strength. Lhurgoyf, which 
derives its strength not from creatures in play 
but from those in the graveyard, is a great way 
to punish your opponent if he manages to 
wipe out your army; having a lot of creatures 
that are easy to kill is usually a weakness, but 
not if you have a Lhurgoyf in your hand. 

Speed and cost. If you can put out a lew' 
cheap creatures early with this deck, you can 
sometimes do enough damage to get a quick 
win. Also, because most of the cards in the 
deck cost between one and three mana, you 
am play with more spells and less land, 
increasing your chances later of drawing use¬ 
ful cards. Use of Karplusan Forest can help 
you maintain this lower land ratio. 

Because most of the cards are low-cost, 
some cards should be minimized or cut 
entirely 7 to keep the deck fast and cheap. 
Three Keldon Warlords is probably 7 one too 
many 7 , An-Hawa Constable is a marginal 
attacker and isn’t particularly cheap, and 
Johan is too difficult to cast given what little 
it offers. 

Effectiveness in slow, partial stalemates. 
Many of the cards are well-suited to breaking 
stalemates. Cards that help produce crea¬ 
tures, such as Thallid, Fungal Bloom, and 
Living Lands, can tip the balance, especially 
when used in conjunction w 7 ith Marton 
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Stromgald and Keldon Warlord. Also, in a 
deck thats otherwise weak against flyers, 
Wooly Spider can help hold off airborne 
attackers long enough to prepare for the big 
offensive. Hurricane can also address this 
weakness while furthering the deck’s ability 
to break stalemates. 

Cards that can maximize the effect of a 
decisive attack are also important. Goblin 
War Drums is excellent for this; the card isn’t 
useful in duplicate, though, so I’ve subbed in 
Stampede for one of the War Drums. One 
copy of Battle Frenzy is likewise sufficient, as 
it relies on having a lot of green creatures for 
maximum effectiveness. 

The strategy of the deck also has some 
inherent weaknesses: 

Reliance on creatures for damage. Most 
decks have many ways to deal with creatures; 
some are capable of taking out multiple crea¬ 
tures at once. The key to minimizing this 
weakness is to have other sources of damage 
and to find ways of keeping your creature 
advantage (by either taking out your oppo¬ 
nents creatures or making yours tougher). 

Lightning Bolt offers a cheap way to keep 
your creature advantage and kill your oppo¬ 
nent more quickly, and Giant Growth—con¬ 
spicuously missing from the deck—is strong 
for the same reasons, and makes your crea¬ 
tures harder to kill. 

Use of small creatures. You’re particularly 
vulnerable to cards such as Dry Spell, Pesti¬ 
lence, Earthquake, and Pyroclasm. Also, hav¬ 
ing so many small creatures means that you 
need to use other cards to help your attackers 
deal a sufficient amount of damage. 

Again, Giant Growth is an efficient way 


of lessening these weaknesses, as are Battle 
Frenzy, Stampede, Goblin War Drums, and 
Marton Stromgald. The deck could also ben¬ 
efit from a few tougher creatures that are still 
effective attackers; 1 added Lhurgoyf and 
I hallid Devourer, and the relatively cheap 
Spectral Bears is just out of range of Pyro¬ 
clasm and Dry Spell. Mishra’s Factory is also 
a good choice for a cheap, relatively sturdy 
creature and is hard to kill with most of 
these spells. 

Lack of countering or damage-preven¬ 
tion ability. The deck has no way of stop¬ 
ping or mitigating the effects of harmful 
cards, and you need to be able to deal with at 
least some anti-creature threats. 

Scavenger Folk can take out a potentially 
destructive artifact, such as Nevinyrral’s Disk, 
while providing you with yet another attacker. 
Tranquility is also worth including because it 
will give the deck at least some defense 
against harmful enchantments such as Pesti¬ 
lence and Smoke. 

Reliance on combinations. The combina¬ 
tions in the original deck are slow and diffi¬ 
cult to protect. The two most prominent 
combinations involve Keldon Warlord and an 
army of creatures and Fungal Bloom with 
other Fungus cards. The best way to minimize 
this weakness is to simply reduce the number 
of combinations in the deck. 

I trimmed the creature-reliant Keldon 
Warlords from three to two, and Fungal 
Bloom should go from two to one. Fungal 
Bloom is helpful in getting more creatures 
out, but you never want to draw a Fungal 
Bloom unless you already have in play at least 
two forests and one Fungus creature. 


CHA RLIE S D ECK 

4 Thallid 

3 Thallid Devourer 
2 Woolly Spider 
2 IJanowar Fives 
2 Lhurgoyf 
2 Scavenger Folk 
1 Elvish Farmer 
1 Spectral Bears 
1 Living l.ands 
4 Giant Growth 
I Tranquility 
1 Stampede 

1 Hurricane 
1 Fungal Bloom 

3 Marton Stromgald 

2 Keldon Warlord 

3 Lightning Bolt 

2 Incinerate 
1 Battle Frenzy 

1 Goblin War Drums 

9 Forest 
7 Mountain 

2 Karplusan Forest 

3 Mishras Factory 
1 Barbed Sextant 










HENRY STERN 


T HE MAIN PROBLEM with the origi¬ 
nal deck is that it relied on its 
“gimmick” to win. In concept, 
Marton Stromgald or Keldon War¬ 
lord plus a bunch of small creatures is great. 
However, when dueling, your opponent will 
rarely sit back and let you build up your 
horde. Other problems with the deck include 
poor mana distribution, too many combina¬ 
tion-only cards, very little defense, and no 
panic button. The deck also needs a sideboard 
if its going to be played competitively. 

In rebuilding this deck, I tried to maintain 
the overall concept: small creatures at first with 
the possibility of a devastating Marton later on. 
However, a few important changes were made: 

Regrowth and Kird Ape were removed 
to make the deck Type II legal Kird Ape 
is one of the best creatures for weenie decks, 
but there are a number of good Type II 
replacements. 

The deck is faster now, having thirty 
mana sources. I added four Llanowar Elves 
and two Birds of Paradise, primarily as replace¬ 
ments for Wild Growth. Wild Growth, while 
it can speed up your deck, can neither attack 
nor can aid Marton and Lhurgoyf. Also, four 
Karplusan Forests are a must for any red-green 
deck, and the two Dwarven Ruins can help get 
out a quick Ernham or Marton later on. 

Further, the deck won’t stall later in the 
game. The drawback of playing with thirty 
mana sources is drawing mana instead of spells 
later in the game. Two Jayemdae Tomes will 
allow you to race through your library. 

The small critters now have a bigger 
bite. Small, fast creatures are great, but the 
deck had too many creatures that weren’t 
threats in and of themselves. The Thallids, 
Farmers, and Constable just don’t do enough 
damage early, serving only to wait for Mar¬ 
ton. These have been replaced by Elvish 
Archers, Centaur Archer, and Ernham Djinn. 
Elvish Archers works well in a green weenie 
deck, and first strike is very useful in the 
beginning of a duel. Also, a surprise Light¬ 
ning Bolt after blocking means that “Elvis” 
could take down an F>nham Djinn or Earth 
Elemental. Centaur Archer, a bargain 3/2 
creature at just £ £#, is big enough that 
your opponent can’t afford to ignore it. Also, 
its special ability can bring down small flyers, 
such as Birds, Wisps, and Sprites (and since 
the deck now has more Bolts, Serras and Sen- 
girs aren’t safe, either). Ernham Djinn is 
arguably the best creature in Type II. 
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If your deck has creatures and uses green, 
then you should use four FTnham Djinns. 

With this mix of fast, dangerous creatures, 
your opponent will be on the defensive from 
the start. You will win a number of duels on 
the strength of these creatures alone. 

Use Lhurgoyf instead of Keldon Warlord. 
While Keldon Warlord’s power and toughness 
depend on how many creatures you have in 
play, Lhurgoyf has a power and toughness of 
(*)/(*+1) where * is equal to the number of 
creatures in all players’ graveyards. Using 
Lhurgoyf means that your creatures don t 
have to survive in order for your “trick to 
work. Since your opponent now must kill 
your smaller creatures, and you have enough 
direct damage to kill his, when the Lhurgoyf 
hits the table, it will usually be huge. 

More direct-damage spells were included. 
In an attacking deck, nothing is as versatile as 
a Lightning Bolt. It can take out your oppo¬ 
nent’s creatures, allowing yours to attack. If 
your opponent is low enough on life, a couple 
of Bolts can finish her off. The deck uses three 
Incinerates (to take out regenerators, which 
would otherwise be a pain for this deck) and 
three Lightning Bolts. The two Fireballs are for 
cooking larger creatures or for providing the 
killing blow later in the game. 

Most combination cards were removed. 
While combinations are cute when they work, 
cards that always work are better. Only two 
real combination cards remain in the deck, 
two Marton Stromgalds and one Thelonite 
Druid. Marton is useful if you get into a 
stalemate situation against another creature 
deck (white weenies, mostly) and can be used 
in a quick kill against an unprepared oppo¬ 
nent. The Druid replaces Living Lands. Not 
only does it make your forests 2/3 (as opposed 
to 1/1), it can also be used to attack and can 
later become Lhurgoyf food. 

A panic button was added. When you 
play against a slow, defensive, controlling deck, 
you will often have the upper hand initially 
but soon run out of gas. Slower decks can then 
gain control of the playing field using spells 
such as Icy Manipulator and Wrath of God. 
Attacking decks need a “panic button,” such as 
Jokulhaups, to break out of this situation. 

After the Jokulhaups, you can often get back 
on your feet more quickly than your opponent 
because you have so many mana sources and 
inexpensive creatures. 



HENRY’S DECK 


4 Llanowar Elves 
2 Birds of Paradise 

2 Scavenger Folk 

3 Elvish Archers 
1 Thelonite Druid 

4 Ernham Djinn 

2 lhurgoyf 
1 Tranquility 

3 Centaur Archer 

2 Marton Stromgald 
3 Lightning Bolt 

3 Incinerate 
2 Fireball 

1 Jokulhaups 
1 Shatter 

10 Forest 
3 Mountain 

3 Dwarven Ruins 

4 Karplusan Forest 

4 Mishras Factory 
2 Jayemdae Tome 



If you d like to see your deck 
tuned in the next installment 
of u Deck Clinic, ” send a list 
of the decks contents to: Deck 
Clinic , c/o The Duelist, P. 0. 
Box 707, Renton, WA 98057. 

























Attention All Game Enthusiasts — 

Vote For Your Favorite Game Products Of 1995 With This Form. Do It Today! 


hake only one vote in each 1995 Calendar Year Releases 

^otocopyZyVe^sedto vote, origins™ awards final ballot 


RESPOND BY JUNE 101 


BALLOT MUST BE RECEIVED 
BY JUNE 16, 1996. 


i Best Historical Figure Series 

Napoleonics . Stone Mountain Miniatures 

ACW 15mm.Stone Mountain Miniatures 

'atjfccai Wars’25mm.Wargames Foundry 

"Celts 25mm.,^. iri .J on 

Napoleonics 15mm.Minifigs 

'■"Napoleonics 15mm.Vulcans Forge 

" Wnte-in_ 

Mfn__ 


2. Best Fantasy or Science Fiction Figure Series 

' 4r>gels & Archangels.RAFM 

" Council of Wyrms.Ral Partha 

Dainyc 25mm.Reaper Miniatures 

Daw Heaven 25mm.Reaper Miniatures 

* Scions of Steel.Global Games 

Secromunda.Games Workshop 

Slave Auction Ltd. Boxed Set.Ral Partha 

' Star Wars.West End Games 

Starg'unts 25mm.Geo-Hex/Ground Zero Games 

""Warzone- Mutant Chronicles.Heartbreaker 

Write-in 

Mfr:_ 


3. Best Vehicular Series 

Batt&Tech: Vehicles & Mechs.Ral Partha 

__F J Thrust Space Ships 25mm.Geo-Hex 

iVbcro Armor 1/285.GHQ 

_ Star Wars Bantha.West End Games 

_ Warhammer40K Vehicles Games Workshop/Citadel 

__ Write-in_ 

Mfr._ 


4. Best Miniatures Accessory Series 

_ American Civil War Buildings 15mm. 

.Stone Mountain Miniatures 

Colour Drop Paint System.Global Games 

Fantascenes Furnishings.Minifigs/Fantascenes 

_ Grerdel Resin Kits.Heartbreaker 

Stountamscape Cave Sets.Geo-Hex 

_ Tiny Terrain SF1/300.Simtac 

__ Write-in_ 

Mfr._ 


5. Best Miniatures Rules 

_ Command At Sea 2nd Edition.Clash of Arms 

Hoses.Tri Tac Systems 

_ Sjperrarina I.Clash of Arms 

Vaimy To Waterloo.Clash of Arms 

...Volley and Bayonet.Game Designers Workshop 

_ Warzone.Heartbreaker 

.. Write-in_ 

Mfr._ 

6- Best Game Accessory 

Armed and Dangerous, RoboRaily. 

—.Wizards of the Coast 

^.BattieTech Tech Readout 3058.FASA Corp. 

- Encycooedia Magica VI-4.TSR Inc. 

j -.Homelands, Magic The Gathering. 

-.Wizards of the Coast 

--The INWO Book.Steve Jackson Games 

-. Vage: The Ascension Tarot Deck.White Wolf 

Hethenwxfd, Shadowfist.Daedalus Games 

-.Reaper Life Counters Series.Reaper Miniatures 

-.Write-In__ 

Mfn._ 

7 Best Role-Playing Rules 

-.Changeling; The Dreaming.White Wolf 

- 'generation 2nd Edition.R. Taisorian Games 

• Wizards of the Coast 

^ scension 2nd Edition.White Wolf 

-.specie 5 .West £ n( j Games 

| -.Write-in 
Mfn 


8. Best Role-Playing Adventure 

_Beyond the Wall. Pendragon.Chaosium 

— Blades, Earthdawn.FASA Corp. 

— Coming Full Circle, Call of Cthulhu Pagan Publishing 
_Giovanni Chronicle: 

The Last Supper, Vampire.White Wolf 

_Strange Aeons, Call of Cthulhu.Chaosium 

_Write-In_ 

Mfn_ 

9. Best Role-Playing Supplement 

_Aztlan, Shadowrun.FASA Corp. 

_Birthright, AD&D.TSR Inc. 

_Faeries, Snead & Link, Ars Magica. 

.Wizards of the Coast 

_GURPS CthuIhuPunk.Steve Jackson Games 

_House of Hermes, Ars Magica . Wizards of the Coast 

_Write-In_ 

Mfn_ 


11. Best Pre-20th Century Boardgame 


_April's Harvest.The Gamers 

_Colonial Diplomacy.Avalon Hill 

_Geronimo.Avalon Hill 

_Marengo.The Gamers 

_Stonewall In the Valley.Avalon Hill 

_Three Days of Gettysburg.GMT 

_Write-In_ 

Mfr:_ 


12. Best Modern-Day Boardgame 


_Black Wednesday.The Gamers 

_Empire of the Rising Sun.Avalon Hill 

_Great War in the East. XTR 

_Tunisia.The Gamers 

_Yom Kippur.The Gamers 

_Write-In_ 

Mfr:_ 


13. Best Fantasy or Science Fiction Boardgame 

_Dragon Dice.TSR Inc. 

_The Hobbit.Iron Crown Enterprises 

_Iron Dragon.Mayfair 

_Silent Death 2nd Edition.Iron Crown Enterprises 

_ Warhammer Quest.Games Workshop 

_ Write-In___ 

Mfr:_ 


15. Best Card Game 

_The Great Dalmuti.Wizards of the Coast 

_IN WO Assassins.Steve Jackson Games 

_Middle-earth: The Wizards ... Iron Crown Enterprises 

_Shadowfist.Daedelus Games 

_The Last Crusade.Chameleon Eclectic 

_ Write-In___ 

Mfr:_____ 


16. Best New Play-By-Mail Game 

_Highlander, the Play By Mail Claemor Entertainment 

Odyssey (Email).Gamer’s Den 

ZR'ftlords. Flyii^ Buffalo 

Swords of Pelam, Legends 2.Midnight Games 

UToadal Chaos- The Frog Wars... Fractal Dimensions 
Write-In_ 


Mfr:_ 


17. Best Play-By-Mail Game 

_Centurion.Fantasy Workshop 

CTF 2187 .Advanced Gaming Enterprises 

“ Illuminati. Flying Buffalo Inc. 

— Middle-earth PBM- (1650/2950). Game Systems nc. 

— c t or Web . Flying Buffalo Inc. 

~ You're An Amoeba Go! .Monastic Software 

Write-In_ 


Mfr:_ 


19. Best Military or Strategy Computer Game 


__ Caesar li.Impressions 

_Command & Conquer.Westwood 

_Panzer General.SSI 

_Sid Meier's Colonization.Microprose 

_ Steel Panthers.SSI 

_ Write-In_ 

Mfr_ 

20. Best Game Related Fiction 

_Encyclopedia Cthulhiana.Chaosium 

_From Prussia With Love.R. Talsorian/Proteus 

_House of the Sun, Shadowrun.FASA 

_Made in Goatswood- 

New Tales of Horror in the Severn Valley . Chaosium 

_Shroud of Madness. Earthdawn.FASA 

_Tactics of Duty, BattieTech.FASA 


_ Tapestries, Magic the Gathering.Harper Prism 

_ Write-In_ 

Mfn_ 


21. Best Professional Gaming Magazine 

Note: Dragon Magazine is in the Hall of Fame, thus ineligible 

_The Duelist.Wizards of the Coast 

_IF Interactive Fantasy.Hogshead Publishing 

_InQuest.Wizard Press 

Pyramid.Steve Jackson Games 

_Shadis.Alderac Entertainment 

_The Unspeakable Oath.Pagan Publishing 

_Write-In_ 

Mfn_ 


22. Best Amateur Adventure Gaming Magazine 


_Alarums & Excursions. Lee Gold 

_All of the Above.Lee Graham 

_Berg's Review of Games.Richard Berg 

_MWAN.Al Thinglam 

_The Zouave.ACW Society 

_Write-In_ 

Mfr:_ 


Voter Name__ 

Address_ 

City_State/Province_ 

Zip/Postal Code_Country_ 

Phone Number (_)_ 

Signature_ 

Mail your Final Ballot to the following address 
postmarked by the deadline, 

June 10,1995. 

Regardless of postmark, 

BALLOTS RECEIVED AFTER JUNE 16 
CANNOT BE COUNTED 

Faxed Ballots Cannot Accepted, 
unless you contact us to make 
special arrangements. 

ORIGINS™ Awards 
5575D Arapahoe Rd. 
Boulder, CO 80303 


18. Best Fantasy or SF Computer Game 

_The 11th Hour. 

_Descent. 

_MechWarrior II. 

_Stone Keep. 

_X-Com II: UFO Defense. 

_Write-In--- 

Mfr:-- 


.Virgin 

... Interplay 
.. Activision 
... Interplay 
Microprose 


For More Information Contact: 
Phone 303-786-9727 
Fax 303-786-9797 
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Canadian Tour 


Wednesday, May 22 

Dragonstrike 

Victoria, BC 
604-391-9702 
Time: 4-10 P.M. 


Saturday, May 25 

The Sentr\ Box 

Canary, AB 
403 245-212! 
lime 12-6 P.M. y 


Sunday, May 26 

Warp One 

Edmonton, AB 

403 433-7119 i 
Time: 12 6 P.M. 


Tuesday, May 28 
Hragon's Oen 

Saskatoon, SK 
306-955-3826 
Time: 3 9 P.M. 


Wednesday, May 29 
Mind Games 

Regina, SK 
306 757-8544 
Time: pending 


jy§ 4 tf 




Friday, May 31 
Pendragon Games 

Winnipeg, MB 
204-942-3427 
Time: pending 


Meet Magic: The Gathering 

" leiissa ~ 


artists Melissa Benson and 
Dameon VVillic h (California Tour), 
Liz Danforth and Randy Gallegos 
(Canadian Tour), and have your 
cards signed. 


Test your Magic playing skills 
against Wizards of the Coast 1 
"gunslingers.’ 


• Check out Netrunner™ the 
newest Deckmaster game or 
participate in a game ot Vampire: 
The eternal Struggle . 


• Play Magic against Michael 
Loconto and Graham Tatomer, 
the Senior and Junior winners ol 
the Pro Tour 1 (California Tour, 
selected locations). 


• I earn about the $1,000,000 

Magic: The Gathering l 'i 1 


Caufort 


Thursday,/ 
Game 1 

San til 
hl->-29M*) 

: 2-8 P.fi 


v, Apn! 26 j 
• Toune 

Warisbad 
619-720 1535 j 
Time: 2-8 PA 






Saturday, April 2>A 

Brookhursl Hobbies 1 

Garden Grove 
714 fij»3380 
Time ■ P M . 


Sunday, lipnl 2a 
Metro Comics 
Santa Barbara 

lime: 1-7 


luesday, April 30 

irdcfcMI 


The Card Collection 

Lancaster 
805-943-6 

Time: 5- 11 I’M. 


Wednesday. Ma\ l 
AH Fun & Games 

Riverside 
909-781-2772 
Time: 3-9 PM 


Tb* Gjthtttnf * 


VVl/ VKI*s Ol lilt k 0\M 
Coast Iik Vampire: I he 


i or more information, call Customer Service at (206) 624-0933 


OF THE <:ci 


.Marne I ho Gathering and Dtxkmaster are ivgist«vd trademarks of Wizards of tin* c ikjsI In, M ,oi,. n, . , „ 
io I tt rn.il Struggle w a us-islm-d Ir.kkmiri o: Wizards ol tlio k iMst. Itu and White Woll In lllnstr ,liAn u \\ , .VF, 1 r .° ,olir ‘ ,,ul Notrunner an* lr.utom.iris , -I \\ 

illustration tn Mu had WuHan. UVartK id the coast In* Ml rights n- 




















Magic: The Gathering — Fifth Edition Survey 

'SC 



This is your chance to tell us what you want to see in Magic: The Gathering starter decks and booster packs. 
Complete the survey below and we 11 enter you into a drawing to win a box of Ice Age" booster packs. 


From rime to time, Wizards of the Coast changes which cards are included in the 
‘basic set” of Magic; rhc current version of the basic set is sold in Fourth Edition " 
starter decks and booster packs. The most recent change—from Revised (or “third 
edition') to Fourth Edition —removed some cards (such as Fork and Rudzu) while 
adding others (such as Time Elemental and Venom). Complete this survey to help 
us make the next change to the basic set. Magic: The Gathering—Fifth Edition. 


How large a card set would you like Fifth Edition to be? (For this question, 
assume that Fifth Edition will be available at least as long as Fourth Edition, and 
rare cards will be roughly as easy to collect as rare cards in Fourth Edition ,) 

□ smaller than Fourth (less than 368) □ no—much, much bigger 

□ same size (368) (around 450) 

□ bigger (around 400) □ bigger than that! (500 or more) 


Hem' many booster boxes’ worth of Fourth Edition ” have you bought? 

;Each box of Fourth Edition booster packs contains 36 packs—540 cards.) 

up to 1/2 a box □ 1/2 to 1 box □ 1 to 2 boxes 

J 2 to 4 boxes □ more than 4 boxes 


What percentage of Fifth Edition should be cards from other Magic card sets 
that weren’t previously included in Fourth Edition* 

□ less than 10% □ 10-20% 0 20-30% 030-40% 040-50% 

J more than 50% 


On a scale of 1 to 4, how would you rate Fourth Edition as a Magic card set? 

I’OOitOl 02 03 04 EXCELLENT 


On average, Fourth Edition cards have the following characteristics: 

; Card complexity: SIMPLE 01 Q 2 03 04 COMPLEX 

Card power: WEAK Ol Q2 03 04 POWERFUL 


How many lands would you like to see put in Fifth Edition starter decks? 
(Currently 22 of the 60 cards are land. Assume any lands would be included in 
place of common cards.) 

□ 21-22 O 23-24 O 25-26 O 27-28 


By contrast. Fifth Edition cards on average should have the following 
characteristics: 

Card complexity: SIMPLE 01 □ 2 03 Q 4 COMPLEX 

Grd power. WEAK O 1 O 2 03 O 4 POWERFUL 


How many lands would you like to see put in Fifth Edition booster packs? 
(Assume any lands would be included in place of common cards.) 

□ None O One □ Two □ Three □ Four 


What are your eight favorite characters (e.g., Tim the Prodigal Sorcerer, the 
Hurloon Minotaur) in the game of Magic? 

1. _ 5. _ 

2 . _ 6 . _ 

3. _ 7. _ 

4. __ 8. _ 


Which statement best reflects your feelings about ante cards being included in 
Fifth Edition? 

□ I play for ante and want the ante cards to stay. 

□ I play for ante but would like to sec the ante cards removed. 

□ I don't play for ante but would like to sec the ante cards stay. 

□ I don’t play for ante and would like to sec the ante cards removed. 


^Tikh eight cards from Fourth Edition would you like to see removed from the 
basic set 3 

1. _ 5_ 

2 . __ 6 . _ 

3- __ 7. _-_ 

4.__ 


WTiich of the following statements best reflects your feelings about card art in a 
new edition of the basic set? 

□ I don't want any new an for old cards in Fifth Edition. 

□ The art can change, bur I would want the new an for any given card to be 
similar to the current art. 

□ I would enjoy seeing new’ art and new artists. 

□ I don’t care about the art. 


8 . 


What would you most like Fifth Edition to change about the basic set? 


Which eight cards from Fourth Edition would you like to be sure stay in Fifth 
Edition? 

!•_5_ 

2 ._ 6 _ 

3*___ 7. _-_ 

4._ 8. __ 


i 


I 




















Tell us about yourself. 



How many months have you been playing Magic? - 

Name:_ 

I am: 


I plav the following formats and/or variations: (check all that apply) 

□ 'J vpe I □ Type II □ Sealed □Draft □ Multiplayer variants 

Address: 

□ male 

□ female 


□ under 13 


Mv favorite format/variation is: 

Q Type I Q Type II □ Sealed □ Draft □ Multiplayer variants 
About how many Magic cards do you own? 

□ Less than 500 □ 501-1,000 □ 1,001-2,000 □ 2,001-5,000 

□ A lot (more than 5,000) 

Phone 

□ 13-17 

□ 18-24 

kmail Address: 

□ 25-34 

□ 35-44 

Todays date: 

□ 45-55 

□ over 55 
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Magic: The Gathering *— Fifth Edition Survey 

This is your chance to tell us what you want to see in Magic The Gathering 
starter decks and booster packs. Complete this survey and we’ll enter you into a drawing 
to win a box of Ice Age™ booster packs. 
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COMPILED BY MELODY ALDER 
with contributions from Mischa Danders, 
William Jockusch, Beth Moursund, Mark 
Rosewater, Jon Wilkie, and Tom Wylie 



“Hold Infinity in the 
palm of your hand” 

—William Blake, 

Auguries of Innocence 

Despite our best efforts , infinite com¬ 
binations do exist in Magic: The 
Gathering . Certain cards form an 
endless loop when played together 
and in the right order. These combi¬ 
nations, which we'll call “engines, ” 
can then be used to “run ” other card 
combinations that do some pretty 
nifty things, things like creating infi- 
niic mana or creating infinite life . 
Presented here are some of the basic 
engines of infinity, followed by com¬ 
binations that you can plug into 
them to produce some infinite effects. 
Some of the cards mentioned here are 
out of print, but that shouldn't deter 
you from appreciating their value. 
Mathematicians note: None of 
these engines or effects will be truly 
infinite in game play since, by defin¬ 
ition. infinity has no end. The point 
is that you can use the engines as 
•aany times as you want.) 





P I C KS 


Four Nether Shadows 

(Revised Edition :M only) 

How the Engine Works 

If a Nether Shadow is in the graveyard with at least three creature cards 
above it, you may return it to play during your upkeep. If you have four 
Nether Shadows in your graveyard, you can put the bottom one into play 
and then somehow bring it back to the graveyard in order to put the new 
bottom Shadow into play. The trick, then, to making the engine run is 
getting the Nether Shadows to the graveyard and taking advantage of their 
infinite cycle. 


What You Can Plug into the Engine 
Life Chisel Life Chisel (an artifact from Legends™) allows you to sacrifice 
a creature during your upkeep to gain life equal to the creatures tough¬ 
ness. This card not only gives you the means to get the Nether Shadows 
back to your graveyard, hut also provides you with infinite life. 

Fallen Angel Getting those Nether Shadows to the graveyard for the 
infinite recursion is easy when you sacrifice them to Fallen Angel (now 
available in Chronicles m ), a 3/3 black creature with flying that gains +2/+1 
until end of turn for each creature sacrificed to it. Your Fallen Angel will 
be infinitely powerful. 

Ashnods Altar and Rocket Launcher. If you don’t want to play with 
Fallen Angel, just sacrifice Nether Shadow to Ashnods Altar (an artifact 
currently available in Chronicles) and get two colorless mana for each. 
Then use all that mana to power Rocket Launcher (an artifact from 
Revised™). Rocket launcher deals 1 damage to any target for the 
activation cost of two mana. With infinite mana at your disposal, that’s 
a lot of damage. 









Enduring Renewal 

How the Engine Works 

With Enduring Renewal (a white enchantment from Ice Age™), if you 
draw a creature card from your library, you have to discard it, but when¬ 
ever a creature goes to your graveyard from play, you can put that creature 
into your hand. So once a creature is in play, it can keep coming back, 
just like a villain in a slasher movie. 
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What You Can Plug into the Engine 
Ashnod's Altar. Enduring Renewal works great with Ashnod’s 
Altar and a creature that costs one colorless mana or less. 
(Ornithoptcrs are especially good for this.) Sacrifice the creature 
to Ashnod’s Altar to add two colorless mana to your pool and 
then bring the creature back to your hand, thanks to Enduring 
Renewal, to do it all over again. This gives you infinite mana, 
perfect for spells with X in the casting cost. 

Su-Chi and Fallen AngeL Here’s another way to make 
Fallen Angel supreme. Sacrifice Su-Chi (an artifact creature 
from Antiquitief) to the Angel, which gets +2/+1 until end of 
turn for every creature sacrificed to it. When Su-Chi goes to 
the graveyard, it produces four colorless mana. Enduring 
Renewal brings Su-Chi from your graveyard back to your 
hand, and what do you know? It costs exactly four mana to 
cast again. Repeat ad infinitum, making Fallen Angel a nasty 
angel indeed. 

Maze of Ith and Ley Druid or Juniper Order Druid 

How the Engine Works 

Both Ley Druid and Juniper Order Druid can untap a land as 
an interrupt, and Maze of Ith (a land from The Dark™) can 
untap an attacking creature. (Once a creature is declared as an 
attacker, it is considered an attacker until the end of combat.) 
So attack with the Druid and then untap it with the Maze of 
Ith; untap the Maze with the Druid, and so on.... 

What You Can Plug into the Engine 
Seizures and Reverse Damage. Place Seizures (a black crea¬ 
ture enchantment from Ice Age) on your lxy Druid. Attack 
with Ley Druid and take the 3 damage caused by Seizures. 
Using Maze of Ith, untap the Druid and then untap Maze 
of Ith with the Druid, taking 3 more damage. Press the 
repeat button and come back later in the turn to collect 
infinite damage. Finally, cast the instant Reverse Damage 
for infinite life. 

Psychic Venom and Reverse Damage. This works the same 
as above except you enchant Maze of Ith with Psychic Venom, 
taking 2 damage every time Maze of Ith is tapped. 

Faslbond, Hallowed Ground, and Mana Flare 

How the Engine Works 

Once Mana Flare, Fastbond, and Hallowed Ground (a white 
enchantment from Ice Age) arc in play, put a land in play. 

Tap a plains for two white mana to activate Hallowed Ground, 
bringing that plains back to your hand. Then put the plains 
into play again with Fastbond (a green enchantment from 
Revised) and take the 1 damage that Fastbond deals for playing 
an additional land. Return it to your hand again and restart 
the process; you can do infinite damage to yourself. 

What You Can Plug into the Engine 
Reverse Damage. If infinite damage to yourself isn't to your 
liking, play Reverse Damage and gain infinite life instead. 


Norritt and Thoughtlace 

How the Engine Works 

You can tap Norritt (a black creature from Ice Age) to untap a tar¬ 
get blue creature. If you cast Thoughtlace on Norritt (or Sleight 
of Mind, changing blue to black), turning it into a blue crea¬ 
ture, it can keep tapping and untapping itself. 

What You Can Plug into the Engine 

Seizures and Reverse Damage. The Norritt-Thoughtlace 
combination gets more interesting when you cast Seizures on 
Norritt and thus take 3 damage each time it becomes tapped. 
End the turn by casting Reverse Damage and gaining all of 
that damage in life. 

Leviathan, Clone, Puppet Master, Homarid 
Spawning Bed, Ashnod's Altar, Farrelite Priest 
Sunglasses of Urza, and Sleight of Mind 

How the Engine Works 

Get a Leviathan (or any other huge creature) in play and 
Clone it. Enchant the Clone with Puppet Master (currently 
available in Chronicles) and then sacrifice the Clone to 
Homarid Spawning Bed (a blue enchantment from Fallen 
Empires ,M ), making nine—nine being the number of mana it 
took to cast Leviathan—Camarid tokens. Because of Puppet 
Master, the Clone returns to your hand and you pay 4 4 4 to 
also return Puppet Mas¬ 
ter to your hand. Then 
sacrifice six of the 
Camarids to Ashnod’s 
Altar for twelve mana 
(two colorless mana for 
each creature sacrificed). 

Once you cast the Clone 
again, you can start all 
over. You have plenty of 
colorless mana, but you 
need blue mana to get 
the Clone out. Farrelite 

Priest (a white creature from Fallen Empires) lets you convert 
any color mana in your pool to white mana. Use Sleight of 
Mind on Sunglasses of Urza in order to use white mana as 
blue mana. Then use that blue mana to cast Clone and Puppet 
Master again. Repeat as necessary. 

Every loop generates nine creatures, each of which is con¬ 
verted to three creatures and twelve mana. You then spend 
four mana on the Clone, four mana on Puppet Master, and 
three mana returning Puppet Master to your hand. You thus 
come out ahead in creatures and mana with each recursion, 
and you can certainly find a use for those.... 

What You Can Plug into the Engine 

11 you re looking to plug something into this monster, you may 
be getting just a tad bit greedy. Getting an eight-card combo 
out is going to take a lot of skill—and some luck. 
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Illustration by 

Christopher Rush, G-20 


Illustration by 

Mark Tedin, G-24 


High quality Fruit of the Loom* 98% cotton T-shirts 
featuring original artwork by some of your favorite Magic* 
artists. Reproduced in stunning detail using the latest 
in digital imaging technology. 


Look for upcoming T-Shirt designs by Richard Kane Ferguson, Randy Gallegos, 
Anson Maddocks, Doug Shuler, Pete Venters, and Amy Weber. 


Illustration by 

Anson Maddocks, G-21 


Jstration by 

uinton Hoover, E-28 


T-shirts available in ash grey or white 
Same artwork available for mouse pads 

Adult M, L, XL.$17.50 US 

Adult XXL.$19.00 US 

Mouse Pads.$9.00 US 

Limited-time offer; with each T-Shirt purchase you will ream an Ice AgF poO* 
illustrated by Richard Kmc Ferguson, while supplies lost. 

Add $3.50 US to each order far shipping and handling. Allow 3-6 weeks fa delivery. 


Illustration by 

Brian Sn5ddy, G-25 


Illustration by 

Pete Venters, G-23 


:: fo cc ttruedas a :/:» r-r. . Magtc:The Gathering , . * in 1 * 


Illustration by 

Brian Sn5ddy, G-25 


Illustration by 

Quinton Hoover, G-22 


Illustration by 

Ron Spencer, E-27 


specializing in 


.. .is proud to introduce 
Dipfitech Internationals 
: Signature Series” T-shirts. 


Illustration by 

Tom Wanerstrand, E-30 


Illustration by 

Heather Hudson, E-26 


7474 Edmonds Street 
Burnaby B.C.V3N IB 2, Illustration by 

Canada Rob Alexander, E-29 

Tel: (604) 521-4471 
Fax: (604) 521-4476 
Email: mishra@intergate.bc.ca 
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.. when you want the very best protection 



To Store & Protect 

Gaming Cards 


MoTEeTog 

Ultra*PR<y ■ 


Shown Actual Size 


Shuffle it 
Deal with it 
Store it 
Protect it 


Made Especially for Gamers 
for use during Game Play 

Sized to fit Ultra PRO 9 Pocket Pages as well 
as the Ultra*PRO Deck Bynd'r 

Ultra-PRO Hologram Safe Storage Symbol 
High Clarity * Super Strong * Archival Safe 
Made in the USA * Patented 


Look for this Display Box 
in your Favorite Store 


20 FREE SAMPLES 

Try them out for yourself, just fill out this form & send $1.00 to cover postaqe & 
handling to: Rembrandt, Deck Protector Sample Pack, 6049 Slauson Avenue 
City of Commerce, CA 90040. Please print legibly and allow 3-4 weeks for delivery’ 


NAME 


CITY 


STATE 


Z I P 











Tricks 


} t°T ^' >e 

Trade 


REGENERATION X 

You’ve managed to get your opponent 
down to 6 life, and you even have a Craw 
Wurm to end the duel—except its being 
blocked by a puny, regenerating Drudge 
Skeletons. The only card in your hand is a 
Lightning Bolt. How can you break this 
stalemate and win the game? You simply 
need to Lightning Bolt the Drudge Skele¬ 
tons. Your opponent will most likely 
regenerate it. but since that will tap the 
creature, it will no longer prove a problem 
for your attacking Craw Wurm. 


ICY RECEPTION 

The Icy Manipulator and similar cards, 
like Twiddle, have a variety of uses. 

Oddly, one of the ley's best applications is 
one of its most overlooked. Suppo.se you 
have a 3/3 War Mammoth and your 
opponent has a 3/3 Hill Giant. While you would normally 
think twice about attacking in such a situation, you can attack 
without fear when you have an lev Manipulator. If your oppo¬ 
nent is foolish enough to block your Mammoth with his Giant, 
simply respond to his blocking announcement by using your 
I O' Manipulator to tap the Giant. This doesn’t remove the Hill 
Giant from combat, but it does prevent it from dealing any 
damage. (A tapped blocker essentially "doesn't hit back. ) I he 
end result is that your War Mammoth survives while his Hill 
Giant takes a trip to rhe graveyard. 

SLOW POKE 

Icy 7 Manipulator isn’t the only card that can be used effectively 
after blocking is declared. Creatures that have a special ability 7 
(including abilities that require tapping) can be used after they 7 
have officially been designated as blockers. If tapped, the crea¬ 
tures won't deal any damage in combat, but they will still 
block, keeping you safe from harm. Suppose that a 4/4 Durk- 
wood Boars and a 1/1 Llanowar Elves are attacking and the 
only blocker you have is a Prodigal Sorcerer (or I im, as the 
Sorcerer is affectionately known). First, you declare Tim as a 
blocker for Durkwood Boars. Phis blocks the Boars and ensures 
that you don’t take that 4 damage. Then, after 1 im has been 


Welcome to “Tricks of the Trade , ” a new feature dedicated to 
sharing cool Magic 11 tricks. This and every issue y we'll provide 
interesting techniques and card combmations that will allow 
you to use your cards in ways you may not have thought 
about. Arranged from beginning strategies to intermediate 
ones , this issue's tricks concentrate on blocking, 
by Mark Roseivater 


declared as a blocker, tap it to deal 1 
damage to the attacking Llanowar Elves, 
destroying it before it can do any dam¬ 
age. The Durkwood Boars will still 
destroy Tim, but you will have effec¬ 
tively used your Sorcerer to stop two 
attackers. 

SAMITE, HEAL THYSELF 

Another variation of this blocking trick 
involves Samite Healer. The next time 
y 7 our opponent attacks with a 1 /1 crea¬ 
ture and you have a Samite I lealer that’s 
been in play for at least a turn, block 
the 1 /1 creature with the Healer. The 
creature will deal 1 damage to the 
Samite Healer, and the Healer will deal 
a point back. Both creatures will then 
have taken lethal damage (enough to 
destroy them), and you proceed into the 
damage-prevention phase. Now you are allowed to tap your 
Samite Healer to prevent 1 damage. If it stops the damage done 
to itself, it survives, while the creature it fought in combat dies. 

FACTORY ASSEMBLED 

Since we’re talking about blocking, there’s no better time to 
share with you one of my favorite tricks. Suppose that your 
opponent is attacking with a 2/2 Scathe Zombies. You have 
nothing in play other than a Mishras Factory and a mana- 
producing land. How can you stop the Zombies without los¬ 
ing the Mishras Factory? Activate your Mishras Factory and 
turn it into a 2/2 Assembly Worker. T hen declare the Mishras 
Factor} 7 as a blocker. Once it has been declared, tap the 
Mishras Factor} 7 to add +1/+1 to itself (as it is now an Assem¬ 
bly Worker). This will make it a tapped 3/3 creature. Because 
it is tapped, the Assembly Worker will do no harm to the 
Zombies, hut because it is now a 3/3 creature, it won’t he 
destroyed either. 

That's all the time for this issue , but well be back next time 
with more exciting new tricks. Until then , try these out and see 
what you think. And if anyone asks , just say you picked them up 
from a friend. 
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New Ways 



M embers of the club I founded 
here in Israel—The Dominia 
Republic Magic: The Gath¬ 
ering* Club—play a multiplayer Magic 
variant we call “Zero Sum.” Each player 
starts with 20 life, split evenly 10/10 
between the players “right” and “left” 
sides. Any damage done by a player to 
the immediate left or right pushes the 
life points to the opposite side. For 
example, a Lightning Bolt from the 
player on your immediate left would 
make your life 7/13. Only when a 
players life points are less than -10 on 
either side does that player lose the 
game. The player who dealt the crushing 
damage, however, receives a bonus of 10 
life to be distributed between his or her 
left and right sides. 

Damage not done from a players 
immediate left or right simply strikes the 
player head-on, splitting the damage 
between the left and right sides and 
pushing equal numbers of life points to 
the opposite side, thereby having no net 


Siege 

by Paul Richardson 

S iege” is a variant that works best 
for three to six players. By random 
determination, one player is 
“under siege.” The player under siege 
wins if all other players are defeated; the 
other players form a loose team and win 
if they defeat the besieged player. 

But wait—its not as unfair as it 
sounds. Before the initial draw', the 
player under siege chooses from the fol¬ 
lowing options (one for each opponent): 
♦ Start play with an additional 5 life 
for each player above two. For exam¬ 
ple, if five players are participating, 
the besieged player starts with an 
additional 15 life. 

♦ Start with a basic land already in play 
♦ Start play with a draw of nine cards. 
♦ After an opponent has been defeated, 
redirect any permanents targeting 
that player to another player. 

In addition to the above advantages, 
the player under siege also gets a “start-up 
turn ’ for every player in the game beyond 


Zero Sum 

by Aharon Bianco 


(and Some 
Old Ways) 
to Play 

Magic 
from our 
readers 


effect. Thus, Earthquake only damages 
the players to the immediate left and 
right of the casting player and annoys 
everyone else, who loses creatures. 

Life-bonus cards like Healing Salve 
don’t add points to a players life total, 
but instead become part of a “life-point 
shield” that absorbs X damage, where X 
is the amount of life granted by the 
healing spell. 1 he shield absorbs damage 
coming from any direction, including 
head-on. Also, cards like Creature Bond 
can be played on any players creature, 
but the creatures controller only suffers 
damage if a player to her left or right 
enchanted the creature. 

Not for the timid. Zero Sum is filled 
with groveling and temporary alliances, 
as well as unrelenting, vicious assaults. 
The variant adds a different strategy 
twist in that you want your opponent 
to leave the game but at the same time 
want to be the player who gains the 
extra life points after sending the evic¬ 
tion order. 
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two. During these extra turns, no player 
may be attacked by creatures or targeted 
bv sorceries, instants, or interrupts, but 
they may be targeted by permanents. 

Once the start-up turns are done, other 
players draw their initial hands. No Mul¬ 
ligans are allowed. Play starts with the 
player under siege and continues to that 
players right. 

Now play progresses as normal. 

Allied players may discuss tactics, but 
communicating specific contents of their 
hands or decks is prohibited. In addi¬ 
tion, players may not block for or heal 
other players. 

LAnDLESS m A Gic 

by Doug Weathers 

k s Anna and I settled into our 
L\ seats at the Rose Arena, I took 
JL JL an inventory of our supplies. 
“Let's see—we’ve got our Portland neck 
scarves, the pocket binoculars, the life 
stones. Sweetheart, wherere the cards?” 

Anna stared at me. “They were next 
to the radio. Didn’t you pick them up?” 

I reached into the bag for the radio 
and came up with a granola bar. “Oh, 
no." I groaned, “I left our decks at 
home! Now what are we gonna do?” 
Mortified, I stood up. “Pm gonna run 
down to the concession stand and see if 
they have any starters.” 

“Well, we can use the lands to make 
a pair of lamp shades,” she said. “Get 
me a pretzel if they have any, please.” 

I gave her a hasty kiss and pushed 
down the aisle. Behind me, the players 
were skating onto the ice. When I got to 
the head of the line, I could see that the 
staner decks were all gone. 

“No more starters?” I asked the kid 
behind the stand. 

“Nope, nothing left but boosters.” 

1 could feel the kid waiting impa¬ 
tiently for me to decide. Then an idea 
hit me like a Lightning Bolt. “Uh, give 
me a pretzel and eight booster packs. 

Mix in a few Ice Age' 1 . 9 

1 carried my purchases back to my 
seat, where Anna was watching the duel 
on her left. From what 1 could see, the 
woman’s opponent was going to have 
some trouble against her Stasis. I slid 
down next to Anna and handed her the 
boosters. She looked at me incredu¬ 


lously. “What am I supposed to do with 
these? We don’t have any land.” 

I grinned. “I have a cunning plan. 
Look, it’s fun to play with a deck when 
each card is a surprise, right?” 

“Yeah, but what about the land?” 

I looked at her, and she grew thought¬ 
ful. “We could use spells as land,” she 
said. “When played as a land, a red card 
would be considered a mountain.” 

“Right, and artifacts played as land 
would give colorless mana, and multi¬ 
color cards would act like dual—or 
triple—lands. Here’s what I thought we 
could do,” I continued. “You get to play 
one of your cards as a land each turn. 
Next turn, you can tap it as land, or you 
can use it like normal.” 

“Hmmm, that would allow you to 
play one really expensive card for free 
each turn. If you can do that, why do 
you need mana at all?” 

“For Fireballs?” I said hopefully. My 
vision of free Polar Krakens began to fade. 

The woman next to Anna played a 
Boomerang on her Stasis and joined the 
conversation. “I agree with her. It would 
completely change the game dynamics.” 

Anna nodded. “How about if you 
can put a land token into play by skip¬ 
ping your draw phase? That woidd be 
like drawing the land.” 

“How do we tell what land they are?” 

“Well, we could just say they were 
any type we want when we tap them,’ 
she replied quickly. “Or, how about this? 
On turn one, you get one mana of any 
color. On turn two, you get two, and so 
on. No tokens to keep track of.” 

The Stasis woman played her Stasis 
again. “Without any actual land cards or 
tokens, what do you do with all those 
spells that affect lands, like Wild Growth?” 

“Okay,” I said, “we need land so we 
can use our Fiashfires. Let’s say that you 
can play any card as a basic land. Once 
youVe played it, it stays a land. If you 
play your Pestilence as a swamp and then 
draw a CoP: Black, too bad—its a 
swamp forevermore.” I paused. “Unless it 
goes into the graveyard and comes back 
into your hand somehow. Since cards 
have no memory, you could play it as a 
Pestilence this time. Are you game?” 

The sudden cheering by the crowd 
seemed insignificant compared to the 
happy crinkling sound of booster packs 


being ripped open. We shuffled, drew 
our hands, and looked thoughtful. 

I considered my Goblin Ski Patrol 
and asked Anna, “What about snow- 
covered lands?” 

“How about we say that all Ice Age 
cards played as land are snow covered?” 

I agreed, and the game commenced. 

That first game was instructive. I 
drew a Diabolic Machine but was shy 
one mana, so I grimaced, played a Light¬ 
ning Bolt as a land, cast the Diabolic 
Machine, and was safe for a while. 

The fellow at my elbow sympathized 
with me. “Gee, it’s a shame you couldn’t 
use that Bolt on her Tor Giant, but I 
guess it was worth it.” 

I had decided to stop holding onto 
nifty spells while waiting for mana. 1 was 
using them as mana to get other nifty 
spells into play. Then I realized, this was 
working! We were playing a real game of 
Magic using only booster packs. 

1 won the first game, and we looked 
briefly at the figures skating below and 
then shuffled and dealt again. Intermit¬ 
tently, the crowd howled as we played 
on. I won the next game, and Anna won 
the third. 

“Play another?” I asked. 

She looked down at the ice and then 
up at the scoreboard. “Looks like its 
time to go home. Apparently Portland 
won again.” 

Once on board MAX, a man across 
from us looked at our scarves and asked, 
“Good game this evening? Who won?” 

“Well, I won two duels, and Anna 
won one. We’re going to go home and 
play more to see if this landless deck 
idea keeps working.” 

“No,” he said, “I meant who won the 
hockey game, not the Magic game.” 

Anna looked at me. “If Seattle played 
any better, maybe we’d have to pay more 
attention to the ice.” 

The man laughed. “Now tell me 
about this landless-deck thing.” 

We missed our stop. 

The Duelist invites you to share your 
game-play variants for Deckmaster ‘ M 
games, [five use your submission, we'll send 
you a Duelist life counter. Mail your sub¬ 
missions to House Rules, do The Duelist, 
Box 707 Renton, WA 98057, or email us 
at duelist^wizards.com. 
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EXPERT ADVICE 


by Tom Wylie 
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BANDING BASICS 

O f all the standard creature abilities, 
banding is probably the least under¬ 
stood (narrowly beating out protection). 

This installment of “Murk Dwellers” presents the 
ability in a different light than the rulebook does, in the 
hopes that this will help people wrap their brains more 
snugly around it. 

Though banding seems complex at first glance, it only 
affects the game during three steps of the attack: declare attack 
ers, declare defenders, and damage dealing. (Well, okay—it 
affects four steps if you count the damage-dealing step for crea¬ 
tures with first strike.) Banding is irrelevant in the fast-effects 
steps of the attack, and, like most standard abilities, its unim¬ 
portant outside of combat as well. 


The Magic rules 

you’ve never declare it and your Bog Wraith (swampwalk 

J f as attackers and announce they are forming a 

band. Your opponent controls a swamp, so no 
creature may be assigned to block the Wraith. How¬ 
ever, if your opponent assigns creatures without flying 
to block the Stone Spirit, they are considered to block the* 
Bog Wraith as well, even though they couldn’t have been 
assigned to block it. Creatures with flying can’t block the 
band, since they cant be assigned to block the Stone Spirit or 
the Bog Wraith. 


FORMING AND BLOCKING BANDS 

W hen the attacking player declares her attackers, she 
can organize some or all of them into one or more 
bands. A band comprises any number of creatures 
with banding and may also include one creature without band¬ 
ing. To form a band, the player declares all of the creatures as 
attackers at the same time and announces that they are forming 
a band. A creature cannot be in more than one band at a time. 
Once the player has finished declaring all of her attackers, she 
can’t form new bands or adjust the composition of existing ones. 

The defending player doesn’t go through the same process of 
forming creatures into bands when declaring defenders. Each 
creature assigned as a blocker is assigned to a single attacker, 
and multiple creatures can be assigned to block the same 
attacker whether or not any of the blockers have banding. 
However, if a creature is assigned to block a creature in a band, 
then the blocking creature is considered to block the other 
members of the band as well. 

It is important to note how banding interacts with evasion 
abilities (such as flying and landwalk), which is to say that it 
doesn't. Banding has no effect on whether one creature can 
block another. For example, a Mesa Pegasus doesn’t give your 
other creatures the ability to block creatures with flying. But if 
you do assign a creature to block a member of a band, the 
blocking creature is considered to block the other creatures in 
the band whether or not it could have been legally assigned to 
block them. Every blocking assignment, though, must be legal, 
and every creature blocking a band must have been able to 
block the band on its own. 

Example: You use Baton of Morale to give banding to your 
Stone Spirit (cannot be blocked by creatures with flying). You 


40 


HL 


THE DUELIST 


T h 

d 

d 


DAMAGE DEALING 

the only other time banding has an impact on combat is 
during damage dealing. Normally, if you assign combat 
damage from your creature to a group of your oppo¬ 
nents creatures, you decide how the damage is distributed. In 
general, this means that if multiple creatures gang up to block 
a single attacker, the attacking player decides how the attackerv 
damage is distributed among the blockers, and if a defending 
creature can be assigned to block more than one attacker, the 
defending player decides how the defenders damage is distrib¬ 
uted among the attackers. 

Banding puts this decision in the hands of the player who 
controls the group of creatures receiving the damage. Having 
even one creature with banding in a group allows that groups 
controller to distribute damage assigned to the group. I he only 
requirement is that at least one of the creatures must have 
banding during the damage-dealing step; whether or nor any 
the creatures had banding earlier is irrelevant. So, if several 
creatures gang up to block a single attacker, the defending 
player will distribute that attacker's damage if even one of the 
blockers has banding during the damage-dealing step. 

Banding only changes who distributes the damage to a 
group of creatures; it doesn’t change any other rules for distrib¬ 
uting damage. For example, the player distributing damage can 
still decide whether to dump all of the damage onto a single 
blocker or to spread it around some. Also, the player distribut¬ 
ing damage cant choose to assign it to a creature that can't 
receive damage, such as one that regenerated during the combat 
prior to damage dealing. 

Finally, banding only gives a player control over distributing 
combat damage dealt to the group during damage dealing. 
Banding has no effect on damage dealt to a creature in an 
attacking band at other times, such as damage from Sandstorm 
or Prodigal Sorcerer. 
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interaction with other abilities 

T he interaction between banding and trample often 

causes the most confusion. When an attacker is blocked 
by more than one creature, the attacking player can 
choose either to assign the attackers damage to one blocker or 
to spread it around multiple blockers. Because attacking players 
almost always want to maximize any trample damage reaching a 
defending player, though, they will usually assign damage from 
a creature with trample to one creature and forget that spreading 
the damage between blockers is also an option. Even if one of 
the blocking creatures has banding, the defending player will 
often fall into the same trap and assume that damage from a 
trampler has to be assigned to a single blocker. However, he can 
actually choose to spread the damage from the attacker among 
the blockers, thereby blunting the attack of a trampling creature. 

The interaction of banding and pro¬ 
tection also causes some confusion. Dam¬ 
age from a source of a certain color can 
be assigned to a creature with protection 
from that color. The rule for protection is 
that damage of that color is reduced to 0, 
not that the damage can t be assigned to 
the creature. For example, if a White 
Knight and a Benalish Hero attack as a 
hand and a black creature is assigned to 
block the Hero, the attacking player can 
assign the damage to the Knight. The 
Knights protection will then reduce the 
damage to 0. 

REMOVING BANDING 

I n rare instances, it is possible to 
remove banding from a creature in a 
band; however, the only instance of 
this you’re likely to see is if the Ice Age iu 
enchantment Cooperation (creature gains 
banding) is removed during an attack. 

If banding is stripped from a member of a band, the attack¬ 
ing player checks to see whether that band is still legal. If the 
band included a creature without banding to begin with, the 
band will now have two creatures without banding and will no 
longer be legal. If the band is illegal, the attacking player must 
juggle those creatures (and only those creatures—no stragglers!) 
such that her remaining attacking bands are legal. 

Example: Bob attacks with a band that consists of two 
Benalish Heroes, a White Knight with Cooperation, and a 
berra Angel. Sue uses Disenchant to destroy Cooperation, so 
Bob now has an illegal band. He must redistribute those four 
attackers into legal bands and/or single attackers. Possible con¬ 
figurations include: Hero-Knight and Hero-An gel; Hero-Hero- 
Angel and Knight; Hero, Hero, Angel, and Knight; and so on. 

Finally, if the attacking band is broken up after defenders 
are declared, all blocking relations remain intact, which may 
leave a creature blocking a band as well as a lone attacker. This 
Tfx- of situation—in which the attackers aren’t all in the same 
group, but are in several smaller groups, one for each band and 
one tor each single attacker—also affects how damage is distrib¬ 


uted. The defending player decides how to distribute the 
blockers damage between the groups. If damage is assigned to a 
group of creatures that includes at least one with banding, the 
attacking player distributes the damage among that group of 
creatures, as per the rules for banding. Otherwise, the defend¬ 
ing player distributes the damage to that group. 

BLOCKING EFFECTS 

S ome abilities, such as rampage, are only triggered when 
one creature is assigned to block another. Others, such as 
the ability of Thicket Basilisk, apply when one creature 
blocks another for any reason. Just remember that creatures are 
always assigned to block one attacking creature. If that creature 
is a member of a band, then the blocker is blocking the other 
members of the band, but was not assigned to block them. 

Example: Bob attacks with his Craw 
Giant (trample, rampage: 2) and Mesa 
Pegasus, and announces they are attacking 
as a band. Sue assigns her Wall of Stone 
to block the Craw Giant, and her Phan¬ 
tom Monster to block the Mesa Pegasus. 
Both of Sues creatures are considered to 
be blocking the Craw Giant, but because 
only one creature was assigned to block it, 
it does not get its rampage bonus. 

BANDS WITH OTHER 

he “bands with other” ability is 
an obscure ability introduced in 
the Legends'* expansion. The abil¬ 
ity is really a stunted form of banding, 
which only allows a creature to band with 
other creatures with the same ability. The 
ability is always written as “bands with 
other ccreature typo.” For example, a 
creature could have “bands with other 
Goblins,” “bands with other green legends,” “bands with other 
Amy Weber-illustrated creatures with flying and islandwalk,” 
and so on. 

Creatures with the same “bands with other” ability can be 
formed into attacking bands. For example, a creature with 
“bands with other Democrats” and a creature with “bands with 
other Republicans” could not be formed into an attacking band. 
If you do use “bands with other” as the basis of an attacking 
band, only creatures with normal banding or creatures with the 
same “bands with other” ability can be added to the band; other 
creatures cannot be included. Bands formed in this way follow 
the normal rules during the declare defenders step of the attack. 

“Bands with other” also works slightly differently than 
normal banding during damage dealing. The normal rules 
for banding apply, but only if a group of creatures has at least 
two creatures with the same “bands with other” ability. 

A ivyliecoat is a flannel undergarment with origins in Scotland; 
rules guru Tom Wylie occassionally wears flannel ' but hails from 
the Bay Area. 
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GENERAL RULINGS 

The following rulings are meant to clarify 
the rulebook and how the game works. 


1) Q: Can Enchantment Alteration or 
Crown of the Ages move an enchant¬ 
ment onto Autumn Willow? 

A: Yes. Enchantment Alteration just targets 
an enchantment, not the new or old targets 
of the enchantment, and the enchantment 
itself is a permanent, not a “spell or effect.” 
Thus you can move an enchantment onto 
or off of Autumn Willow. (This is also true 
of Crown of the Ages.) 

2) Q: What happens if I use Enchant¬ 
ment Alteration or Crown of the Ages 
to move an enchantment onto some¬ 
thing that turns out to be an invalid 
target for the enchantment? 

A: If an enchantment is moved onto 
something that turns out to be an invalid 
target, the enchantment is buried after 
reaching its destination. Example: A 
Chaoslaced Holy Armor is moved from a 
Scryb Sprite to a Black Knight. Because 
the Holy Armor is treated as though it 
were just cast on the Knight, it loses the - 
lace effect and is white again; the Knight 
has protection from white, so the Holy 
Armor is put into the graveyard. Note 
that if Holy Armor had originally been 
white, you could not have used Enchant¬ 
ment Alteration or Crown of the Ages to 
move it onto the Knight. 

3) Q: If I pay 4 life to get rid of Akher 
Storm, will this trigger my Oath of 
Um-Dul? 

A: Effects that are triggered by each 1 life 
lost, such as the Oath, are triggered when 
X°u pay life. If you pay to get rid of 


Aither Storm while you have Oath of 
Lim-Dul in play, you have to sacrifice 
four permanents. 

4) Q: My opponent plays Mana Flare, 
and then hits me with a Lightning Bolt. 
I can stop the damage with a Circle of 
Protection: Red but have to draw two 
mana from a land to do so. Can I spend 
both points of mana preventing the 
damage to avoid mana bum? 

A: Yes. There is nothing limiting you to 
activating the Circle once each time you 
are damaged. 


REVERSALS 

The following rulings reverse past rulings 
from the rules team and/or the netreps: 

5) Q: Can I target a Clone of a Yotian 
Soldier with Dance of Many? 

A: No. When Clone comes into play, it 
replaces its card type with the type of its 
target. This means that if it copies an 
artifact creature, its type is “Artifact Crea¬ 
ture” and not “Summon Clone,” so it 
could not be targeted by Dance of Many. 

6) Q: If Wiitigo runs out of its counters, 
can it start building up more? (Assume 
it survives due to Aspect of Wolf.) 

A: No. 


CARD ERRATA 

The following rulings involve card errata, 
or at least reading cards slightly differently. 

7) Q: Frankenstein’s Monster says that 
it’s “countered” if I can’t remove 
enough creatures from my graveyard. 
How can a resolving spell be countered? 


And what happens if I don’t have X crea¬ 
tures in my graveyard when it resolves? 

A: Tlie first sentence of Frankenstein’s 
Monster should be read as “Choose X 
target creatures in your graveyard. When 
Frankenstein’s Monster comes into play, 
remove those cards from the game or 
bury Frankenstein’s Monster.” Thus, you 
choose X targets when you play Franken¬ 
stein’s Monster. When it resolves, you 
either remove all of those targets from the 
game or bury the Monster. If some of the 
targets have disappeared, you are forced 
to simply bur) 7 the Monster, and none of 
the remaining targets are removed from 
the game because it's an “A or B” effect 
rather than an “A to B” effect. 

8) Q: The last sentence of Soul Bum 
says that the life gain is limited by “the 
toughness of the creature or the total 
life of the targeted player.” Since it 
doesn’t say “targeted creature,” does 
that mean that you check the tough¬ 
ness of whichever creature winds up 
getting damaged (if, for instance, dam¬ 
age to a player is redirected to a crea¬ 
ture)? In this case, which value would l 
use to limit the life gain? 

A: Tlic cap to Soul Burns life gain is 
based on the toughness, or life total, of its 
target, whether the target is a creature or a 
player. Preventing or redirecting the dam¬ 
age wont change how much life is gained. 

9) Q: Drudge Spell says to bury all 
Skeleton tokens if it leaves play. If I 
play Drudge Spell and it’s removed 
from play before I use it, will any 
Skeleton tokens in play still be buried? 
A: Yes. The effect of burying all Skeleton 
tokens is not a part of Drudge Spell’s 
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token-generation ability. 
Ihis also means that if 
Drudge Spell is removed 
from play in response to the 
enchantment's activation, 
the Skeleton tokens will not 
arrive in play until after the 
burying effect has resolved, 
so they will not be buried. 


10) Q: Call to Arms just 
says to count up cards of 
each color that I control. 
Since I control the spells that I 
cast, will playing a spell like Howl from 
Beyond violate the terms of the Call? 

A: Only cards in play are considered for 
Call to Arms. Note that Call to Arms is 
buried when the opponent controls more 
cards of any single color than of the color 
chosen (not more of all the other colors). 


11) Q: My opponent used his Feldon s 
Cane and responded by playing 
Hurkyl’s Recall to bring it into his 
hand. He then shuffled his graveyard 
into his library, even though the Cane 
was gone. Can he do that? 

A: No. He could have under the Chroni¬ 
cles" wording of the card; however, Fel- 
dons Cane should now be read as: “ c: 
Sacrifice Feldon s Cane, but remove it 
from the game instead of putting it into 
the graveyard. Shuffle your graveyard into 
your library.” 

12) Q: Is it true that lime Vault is 
being removed from the Banned list 
and wont even be restricted? 

A: Time Vault is reworded as follows to 
restore it to its original intent: “Does not 
untap during your untap phase. If Time 
Vault is tapped and does not have a time 
counter on it, you may skip your turn to 
untap Time Vault and put a time counter 
on it. o*: Remove the time counter from 
Time Vault to take an additional turn 
immediately before the next normal turn.” 


SPECIFIC CARD RULINGS 

13) Q: When does lime Elemental deal 
its damage for being in combat? 

A: Time Elemental deals its 5 damage 
when it is declared as an attacker or 
blocker (but it is not destroyed until 
end of combat). 


14) Q: If Takklemaggot kills its target, 
can it move onto Autumn Willow? 

A: Yes. Moving Takklemaggot during 
upkeep is not considered a “spell or effect. 

15) Q: What happens if Freyalise’s 
Winds puts wind counters on some 
permanents and then Freyalise’s Winds 
is removed before they untap? And will 
Freyalise’s Winds remove wind counters 
from Cyclone? 

A: The counters from Freyalise's Winds 
will still keep permanents from untapping 
during their controller’s next untap phase, 
even if Freyalise’s Winds is no longer in 
play. When a card is marked with a 
counter, that counter and any effect it has 
on the card remain even if the source of 
the counter is removed from play. 

Only wind counters from Freyalise’s 
Winds are removed in the manner 
described on the card; Freyalise’s Winds 
doesn’t put wind counters on Cyclone, so 
wind counters on Cyclone are unaffected. 

16) Q: Exactly when is a card set 
aside by Elkin Bottle removed from 
the game? 

A: At the beginning of your next upkeep. 

17) Q: Can I use Mana Crypt’s ability 
before doing the coin flip and avoid 
doing the coin flip at all? 

A: Yes. The coin flip for Mana Crypt is 
an upkeep effect not an upkeep cost. You 
can use the Crypts ability during upkeep 
before dealing with the upkeep effect. 

This will leave the Crypt tapped, “turning 
off” its upkeep effect. 

18) Q: Can Gaea’s Touch and Nature’s 
lx>re be used to put snow-covered 
forests, or multilands that count as 
forests, into play? 

A: Nature’s Lore can retrieve any kind of 
forest from the library, including appro¬ 
priate multilands and snow-covered 
forests. Gaea’s Touch can only be used to 
play basic forests, so it can be used to play 
snow-covered forests but not multi lands. 

19) Q: Do 1 have to choose a basic 
(snow-covered) land type when I use 
my Barbarian Guides’ ability? 

A; You can choose any kind of snow-cov¬ 
ered landwalk, as long as you choose a 
land type that exists in Magic. Snow- 


covered mountain walk and Pendelhaven- 
walk are just two of the possibilities. 

20) Q: What happens if I store a Fire¬ 
ball on my Ice Cauldron and use my 
Soldevi Machinist to pay for some of 
the activation cost. Can the 2 pro¬ 
vided by the Machinist pay for the 
Fireball when I play it? 

A: No. The mana added to your pool 
from Ice Cauldron is the same mana that 
was used to pay for the Cauldrons X acti¬ 
vation cost. Mana from the Cauldron has 
rhe restriction of only being usable to pay 
for the spell that was stored: any other 
restrictions on the mana still apply. In 
this case, the mana the Machinist pro¬ 
vided can only pay for the activation cost 
of an artifact ability' (the Machinists 
restriction) and can only pay for the Fire¬ 
ball’s casting cost (the Ice Cauldrons 
restriction). Because this is a contradic¬ 
tion, the mana is unusable, and you will 
be forced to take mana burn. 

21) Q: If I play a regeneration effect to 
save a creature being killed by damage, 
and someone responds by preventing 
or redirecting the damage, does my 
creature regenerate anyway? 

A: No. A regeneration effect will fail to 
do anything if the creature is no longer 
on its way to the graveyard when the 
effect resolves. 

22) Q: Mathias casts a Fireball. Selene 
interrupts with Hvdroblast, targeting 
the Fireball. Mathias interrupts the 
Hydroblast with Pyroblast, targeting 
the Hydroblast. Selene interrupts the 
Hydroblast with Deflection, causing it 
to target the Pyroblast. There are no 
more interrupts. Now' what? 

A: According to the rules, neither inter¬ 
rupt can resolve because each has been 
interrupted by a spell that hits not yet 
been successfully cast. Thus, the game 
gets caught in an infinite loop in which 
neither interrupt can be resolved before 
the other. So, as a special case ruling, 
treat both interrupts as having been suc¬ 
cessfully cast, but treat them as if they 
had fizzled upon resolving. Both spells go 
to the graveyard, and no resolution effects 
occur. After that, either player may then 
interrupt the original spell (in this case, 
the Fireball). 
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WORLDS OF DOM1NIA 




FROM THE 

LIBRARY OF 


by Scott Hungerford , 
Pete Venters , and 
Jon Wilkie 



: Baron Sengir 


Immortal Gentleman and Politician 


B aron SENGIR is misunderstood by most people 
of the Homelands. Quite unlike the ravenous 
hordes of flying, devious Sengir Vampires, the 
Baron is the very' model of a modern Dominarian 
gentleman. This local hunter of the night has 
class. The Baron would rather have you to dinner and entwine 
you in political theory than go for your throat. Strolling the 
battlements of Castle Sengir discussing philosophy and dwar- 
ven engineering is far more important to him than terrorizing 
the countryside and kidnapping villagers for fiendish plots. 

However, the Baron does have a bit of the cruel streak 
that comes with eternal life. Feeding hapless villagers to car¬ 
nivorous coach steeds is a perfectly acceptable pastime, and 
transforming double-dealing wizards into ravaging were¬ 
wolves is all part of a days work on the moors. Stealing an 
entire boatload of settlers bound for An-Havva and forcing 
them to relocate to the deltas around Castle Sengir is a mat¬ 
ter of business and enterprise, not of some darkly repressed 
streak of undead melodrama. 

The Baron is a watcher of time, but his patience is 
unmatched by most mortals. Ever since he was abandoned in 
rhe Homelands centuries ago after being summoned during a 
plancswalker duel, he has known of the Dwarven Gate deep 
beneath rhe dungeons of Cais tie Sengir—a one-way portal lead¬ 
ing to an entirely different world. Walking through the gate¬ 
way would be simple for him, but why walk through the 
passage alone when he could bring an army instead? It will 
only take him a few more decades to subjugate all of the peo¬ 
ples of the Home¬ 
lands, and during that 
time he can improve 
his sorcery skills with 
the aid of Chand- 
mother Sengir. 

Though the 
humans who live in 
the squalid muck arc 
important to Baron 
Sengir for the work 
they perform, their 
more valuable trait is 


that they all eventually die. Because mortals are always full of 
tricks and are constantly plotting the Barons downfall, they are 
far more useful dead—as undead servants in his castle, as 
unwavering warriors who guard Koskun Falls, or even, occa¬ 
sionally, as coat racks. Furthermore, the Baron enjoys the occa¬ 
sional flailing human for a snack—even the most well-mannered 
of undead dictators must keep their strength up. 

Using the strengths of his subjects isn’t Baron Sengirs only 
concern, though; he is also heavily involved in politics. Beyond 
the dark walls of his ill-gotten castle, Sengir has spies in Aysen 
who fuel the rift between the Serrans and the altruistic Death 
Speakers. A number of the students in the Wizards’ School 
have begun ro succumb to his offers of dark power, without 
meddling Reveka’s even knowing of his machinations. At the 
request of his master the Baron, Vefdrane endlessly stalks the 
wood, searching for the fabled grove of Autumn Willow and 
her priestesses. Additionally, Joven and Chandler still sell the 
artifacts they steal to rhe highest bidder, unaware that the mys¬ 
terious third party is none other than the Baron himself, arm¬ 
ing himself for future conflict. Halina, a dwarven trader, 
occasionally visits Castle Sengir to exchange information and 
stories from An-Havva for jewels and dwarven treasures. Even 
Eron the Relentless is unaware that his trade agreement with 
Aysen is tenuous and that many of his caravan guards are 
on Baron Sengirs payroll. 

It s all a matter of waiting. Until the day when Baron 
Sengir has exclusive power in the Homelands, he will con¬ 
tinue to enjoy life, watch the sunset, and occasionally bicker 

with his subjects 
over their obses¬ 
sions with 
wooden stakes 
and swamp garlic. 
Life as an undead 
is good, but some¬ 
day, Sengir knows, 
he will escape 
from rhe restric¬ 
tive domain of the 
Homelands. 

—Scott Hungerford 
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Playing 

with Baron Sengir 

B aron Sengir is one of the most intimidating character 
cards in Magic. Its cool, smooth, and powerful— 
without an annoying upkeep. Although the deck here 
doesn't depend upon the Baron alone, when you do get it 
j nt o play, watch the look on your opponents face; there's a 
for that look of fear. With its ability to regenerate 
Vampires, Baron Sengir makes Krovikan Vampires worthy 
opponents and enhances the already formidable Sengir Varn - 
piro. Dead Men Walking isn't a World Championship-class 
deck, hut it will make your opponent start looking for holy 
water and a stake. 

Dead Men Walking isn't designed to give you life, so it's a 
:; lv e to eliminate your opponent before she butchers you first. 
If you play your cards correctly, your opponent will have 
some tough choices because if she doesn't block your crea¬ 
tures, she will probably die. If your opponent does block, 

• ever, her creatures will be decimated, and she'll eventually 
die anyway. 

secure your smaller blockers early in the game—Vampire 
Bats, Armor Thrulls, and WIll-O’-The- 
Wisps—and start laying down your Ebon 
Strongholds and Bad Moons. Try to hold 
:: to any Dark Rituals, however, so you 
, use them to summon Sengir Vampires 
and other high-casting-cost creatures in 
one fast wave, unnerving your opponent. 

Get out those Krovikan Vampires so you 
an control the dead, and don't forger 
Grandmother Sengir ro weaken any 
remaining adversaries. Finally, Baron 
Sengir completes the nightmare, turning 
>ur Vampires into a regenerating force 
darkness. 

Fhere are several decent combos in this 
lied;, each designed ro give your opponent 
the heebie-jeebies. Krovikan Vampire + 

Baron Sengir = creature control, while the 
wme combo with Sengir Vampire makes 
for a fast-growing Vampire. Use your Ter- 
: >ts against any dangerous non-black, non- 
arutaa creatures, and use Unholy Strength 
or Feast of the Unicorn to give your small 
creatures enough clout ro attack with con¬ 
fidence. Finally, Soul Exchange used with 
•Armor 1 hrull brings a dead creature 
> :r aigln into play, bigger than before. 

s ing!e-color decks are notoriously vulnerable, which is 
* ddeboarding is so important. When playing against a 
deck, switch in four Glooms along with Ihsan’s Shades 
- n d irini Sengirs. Against green decks, use Irini Sengirs and 
IVathgrips to limit non-creature cards. If playing against a 
* deck, take out Bad Moons and Terrors and put in Bog 
A ' u ^ iS * ^ n d if playing against a “weenie-madness" deck— 

—its fading time for Dead Men Walking. — -Jon Wilkie 






'JEssP*' 


tUr* 






m 


Artist’s 
Perspective 

ENGIR —1 remember 
thinking it was a 
cool name from the 
first time I held one of 
those prized Sengir 
Vampires hack in late 
93. In the original 
set, some of the best¬ 
looking cards were 
black, and Sengir 
Vampire was one 
of the prize 

catches in that color, not 
least because of Anson Maddocks’ 
memorable art. 

My chance to extend the Sengir line came in March 95 
when J spoke to Homelands ™ designers Kyle Namvar and 
Scott Hungerford about the upcoming set and discovered the 
tale of Baron Sengir. Because I was visiting the Seattle offices, 
I was in a prime position to ask the art direc¬ 
tor if I could paint the Baron. The answer was 
DEAD M F N I yes, hut only if 1 was prepared to do the other 

IKING I members of the Sengir family as well. Natu¬ 

rally, 1 agreed. 

Ebon Stronghold V From the start, I knew the Baron’s portrait 

Swamp | had ro a departure from the gothic look 

that has predominated in the depiction of 
vampires. I envisioned Baron Sengir as a gen¬ 
eral in control of his vampiric army, and from 
this came the idea of his wearing a breastplate. 
You probably won’t he surprised to discover 
that the breastplate’s ornamentation resembles 
a stylized bat. 1 based the Baron’s features 
upon Anson’s original vampire, adjusting it to 
make it less feral and to give the face a sense of 
nobility (the good looks were a bonus). The 
most dramatic additions were the ponytail and 
the small, hooked beard. Finally, the crystal 
ball was a good way to hint at the momentous 
intrigues the Baron is involved with, and it 
also served as a strong light source to give 
some drama to the piece. 

Baron Sengir is probably my most popular 
card to date, though I feel Grandmother Sen¬ 
gir is a better painting. Still, the Baron has 
done me many favors, including giving me the chance to 
work in Dominia Continuity at Wizards of the Coast. Now I 
help build the stories, past and present, which surround the 
multiverse that is Dominia. —P** Venters 

If you would like to see a particular Magic card featured in 
“From the Library ofLeng, "sendyour request to Leng Reference 
Desk, do The Duelist, P.O. Box 707, Renton, WA 98057. or 

email us at duelist@wizards.com. 


Armor Thrull 
Baron Sengir 
Grandmother Sengir 
Krovikan Vampire 
Sengir Vampire 
Vampire Bats 
Will-O’-The-Wisp 

Bad Moon 

Feast of the Unicom 

Unholy Strength 

Terror 

Dark Ritual 

Soul Exchange 


Sideboard 


Bog Wraith 
Ihsan’s Shade 
Irini Sengir 
Gloom 
Deathgrip 
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Duelists’ Convocation 
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When you're a member of the Duelists' Convocation™, 
every match you play in a DC sanctioned tournament 
counts toward your official international ranking. 

The more you win, the higher you're ranked. As a 
top ranked DC member, you could land a spot on the 
$1,000,000 Magic: The Gathering® Pro Tour 1 "! 

DC MEMBERSHIP 

Legend Membership in the Duelists* Convocation provides you with 
the ultimate competitive advantage in Deckmaster* tournament 
competition. The Legend Membership gives you a ranking, more 
information, more privileges, and access to more cool stuff than 
your average tournament player. In short it gives you the edge you 
need to be the best! 

Mana Membership is available for all tournament competitors who 
just want to get ranked. By competing in a DC sanctioned tournament 
you will automatically receive a membership card and entry into the 
DC database... for free! 
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legend Membership $12.00 
Special Subscription Rate Exclusive to Legend Members: 

Six issues of The Duelist $14.95 
For credit card orders and membership renewals 
call 1-619-738-2379. 

\iU^. nicoAunr 
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• A Duelists' Convocation 
membership card-exclusive 
to Legend members 

• Special subscription rates for 
The Due//sf™-Wizards of the 
Coast, Inds official Deckmaster 
magazine 

• Two playable Magic: The 
Gathering cards, featuring 
unique art available only to 
Legend members 

• A collectible Magic: The 
Gathering poker deck 

• Special discounts on Duelists' 
Convocation merchancfee 

• ... plus surprises too cool to 
mention here! 
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Legend Membership $ 12.00 

Special Subscription Rate Exclusive to Legend Members: 

Six issues of 77re Duelist $14.95 
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compiled by Jeff J. Lin 


DUELISTS’ CONVOCATION 
M ANNOUNCES 1996 REGIONAL 
COMPETITIONS 
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T he Duelists Convocation has 
announced dates and sites for 
the 1996 U.S. Magic: The 
Gathering' regional tournaments. Each 
regional competition will use Type II 
tournament rules, with a Swiss-style 
structure. The top thirty-two qualifiers 
will compete in a single-elimination 
ladder to determine the winner. 

The top competitors from each 
region will advance to the 1996 U.S. 
Nationals, which will take place at 
Origins*, July 4—7 in Columbus, OH. 

The top four finishers at the Nationals 
will represent the United States at the 
Magic ’ World Championships, to be 
held August 15-18 in Seattle, WA. 

Regions arc based on population 
density and a sound distribution of sanc¬ 
tioned tournaments within the area. In 
some cases, a state may straddle different 
regions. All players are required to play in 
their area of residence. If you are unsure 
which region you should be competing in, 
call (206) 204-8032 for more information. 


DC TOURNAMENT REGIONS 

Except where otherwise noted, 

the top eleven finishers from each region will advance to the Nationals. 


Region I—Northeast 

| (Maine, New Hampshire, Vermont, New 
^ York (except Buffalo), Massachusetts, Rhode 
; Island, Connecticut) 

■ May 11-12, The New Yorker Hotel, 
r New York, NY 

h Contact: Neutral Ground, (212) 633-1288 


Region III—Midwest 

(Illinois , Wisconsin, Minnesota, Iowa, 
Missouri, Kansas, Nebraska, North Dakota, 


South Dakota) 


Date and location TBA 

Contact: Chris Galvin, (312) 528-4731 


Region IV—Mid-Atlantic 

J (Eastern Pennsylvania, New Jersey, 


Delaware, Maryland) 

May 4, Holiday Inn, 

Cherry Hill, NJ 

Contact: Multigenre, (908) 262-9249 


Region V—Southeast 

(Alabama, Georgia, Florida) 

May 25, The Castlegate Hotel, 

Atlanta, GA 

Contact: David Doust, (305) 661-9526 


Region VI—East Central 

(Virginia, West Virginia, North Carolina, 
South Carolina, Kentucky, Tennessee, 
District of Columbia) 

May 11, VFW Battlefield Past No. 9808, 
Richmond, VA 

Contact: PrezCon, (804) 823-7433 




Region VII—South Central 

(Texas, Oklahoma, Louisiana, Arkansas, 
Mississippi) 

May 18, Holiday Inn Civic Center, 
laibbock, TX 

Contact: Mad Hatter, (806) 763-4054 


Region II—Great Lakes 

[ (Ohio, Michigan, Indiana, Buffalo (NY), 
western Pennsylvania (including Pittsburgh)) 
i May 24—27, Pittsburgh C i reentree Marriott, 
Pittsburgh, PA 

Contact: Andon Unlimited, (206) 204-5815 


Region VIII—California 

May 25, Wyndham l AX, 

l,os Angeles, CA 

Contact: RPV, (714) 671-1270 

Top eleven finishers advance to Nationals 


Region VIII Subsection—Hawaii 

May 4, Kewalo Conference Room, 
Honolulu, HI 

Contact: Hawaii Gamers' Guild, 

(808) 596-7531 

Top finisher advances to Nationals 


Region IX—West 
Section l—Northwest 

(Washington, Oregon, Idaho, Wyoming, 
Montana) 

May 11, WotC* Tournament Center, 
Renton, WA 

Contact: WotC, (206) 204-8032 
Top five finishers advance to Nationals 


Section II—Southwest 

(Nevada, Utah, Arizona, Colorado, 

New Mexico) 

May 4, The Regency Hotel, 

Denver, CO 

Contact: Eric Smith, (303) 366-3977 
Top five finishers advance to Nationals 


Region IX Subsection—Alaska 

May 18, Diamond Center, 

Anchorage, AK 

Contact: Peter Newman, (907) 272-4523 
Top finisher advances to Nationals 
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WIZARDS TO AWARD 
$1 MILLION IN PRIZES 
IN 1996 

▼ 

W izards of the Coast has 
announced it will be 
awarding over one million 
dollars in cash and scholarship money 
over the course of six Magic: The Gathering pro 
fessional events in 1996, including the 1996 Magic World 
Championships. 

Tie Magic Pro Tour kicked off the first event with much 
fanfare February 16-18 in New York City (see story, p. 67). 

“\\c had some problems due to the weather,” said Skaff 
Elias, pro tournament concept designer, “but the event went 
extremely well. IVe never seen players so excited about a 
tournament before.” 

There will be five more events in 1996. The next tourna¬ 
ment, May 3-5 in Long Beach, CA, will have a $130,000 
purse. The remaining events will be held in Columbus, OH 
(early July); Seattle, WA (mid-August); Atlanta, GA (October); 
and Dallas, TX (November). The Seattle event will be the ’96 
Magic World Championships. 

In addition, each subsequent event will feature a larger cash 
purse* than the previous tournament, including a $250,000 
purse for the tournament in Dallas in November. “T he people 
who get to the top are playing Magic all the time, living 
Magic," said Elias. “The money needs to be there for people to 
be able to devote that much time to competition and not feel 
bad. Ihere will be both Open and Junior (age eighteen and 
under) divisions at every tournament. 

1 here are several ways players can qualify for the slots in the 
professional events: 

• By placing in the top sixty-four (top thirty-two for Junior 
division) at the previous pro tournament; 

• By being ranked in the top twenty-five (not including any¬ 
one already invited) of the Duelists’ Convocation; 

• By winning a qualifying “feeder’ tournament. I here will 
be qualifying tournaments held throughout the country for 
each professional event. Competitors will not just come from 
the United States, however. “There will be feeder tournaments 
across the country and soon in Europe and Asia, said Elias. In 
fact, players from Canada, Japan, Australia, France, Sweden, 
and Germany competed at the New York tournament. 

I hough many slots were sold on a first-come, first-served 
basis for the New York tournament, Elias said there will be no 


more call-ins. All competitors at profes¬ 
sional tournaments must either qualify or 
be invited. 

Tournament formats will change from 
competition to competition. While the 
tournament in New York was a modified 
Type II format, the May event in Long 
Beach will be a “booster-draft” format. 
Players will be competing against each other with decks con¬ 
structed from cards drafted from freshly opened Homelands™ 
and Fourth Edition™ boosters. “This format does a couple of 
things,” said Elias. “First, its more skill-based because the luck 
evens out. Second, it tests a new skill, which is the skill of 
drafting. And thirdly, it tests players’ abilities to play with sub- 
optimal cards. It'll be a test of how well they do when resources 
are limited.” 

The first-place winner at Long Beach will take home a 
$22,000 cash prize, and the runner-up will take home $12,000. 
The winner in the Junior division will be awarded $10,000 in 
scholarship money. I he purse for the Open division will be 
$100,000, and the purse for the Junior division will he 
$30,000. T he tournament will take place at the Queen 
Mary Hotel. 

For more information on qualifying tournaments in your area, 
check out the Wizards of the Gxist website (www.wizards.com) or 
call Customer Service at (206) 624-0933. If you are interested in 
running a qualifying tournament, call (206) 204-7393. 

DUELISTS' CONVOCATION 
ANNOUNCES NEW MEMBERSHIP 
STRUCTURE 

▼ 

he Duelists’ Convocation has announced it will be 
changing its membership structure to a two-tiered sys¬ 
tem this spring in order to increase its membership. 

Under the new system, anyone playing in a DC-sanctioned 
tournament will get a “Mana membership” free of charge. 

Mana members will receive a membership card and DC num¬ 
ber, but more importantly, their DC rating will be kept in the 
membership database and tracked with every sanctioned match 
they play. “The great thing is it makes DC membership practi¬ 
cally universal for all tournament players,” said Jason Carl, 
director of the Duelists’ Convocation. “It doesn't matter if the 
tournaments in Paraguay or Scranton, Ohio.” 

The split is part of an effort to increase the number of DC 
members. “We want to build a strong membership base to sup- 
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port the international tournament structure, including 
the Pro Tour,” said Carl. According to Carl, the DCs 
goal is to get 50,000 members worldwide by the end 
of 1996. The DC currently has a little over 10,000 
members. 

For those members who want more, the DC will 
be offering the “Legend level” membership. Legend- 
level members will receive all the benefits of the basic 
membership, plus a number of special privileges, 
including a monthly newsletter, discounts on mem- 
bers-only merchandise, and special items. Benefits are 
being hammered out, though Carl says Irgend-level 
dues will fall somewhere between $10 and $15 annu¬ 
ally. “We plan to make sure Legend members get the 
scoop on inside tournament information,” he said. 
“Access to special information is one of the greatest 
perks of the Legend membership.” According to Carl, 
people who are currently paying dues as Duelists’ 
Convocation members will become Legend-level 
members when the changeover happens. 

Plans and exact details of the tw o membership lev¬ 
els are currently being finalized, and though an exact 
date has not been set, Carl indicated that the changes 
will be implemented sometime this spring. 

In addition to the changes in the membership 
structure, rhe DC will also be relaxing some of its 
tournament sanctioning requirements. I he net effect 
of the changes w ill be to make sure more DC-sanc¬ 
tioned events are possible. “ The DC anticipates the 
new rules will naturally increase the number of sanc¬ 
tioned events for DC members, and also increase the 
number of members,” said Carl. “Between the new 
membership changes and the new sanctioning rules, 
1996 should be the most exciting year yet for the DC 
and all its members.” 

SEPARATE BANNED AND RESTRICTED 
LISTS FOR TYPE I 
AND TYPE II 

▼ 

T he Duelists’ Convocation has announced that 
the Banned and Restricted lists for Type 1 and 
Type II sanctioned tournaments will be main¬ 
tained separately. Each card that is banned or 
restricted in the future will be considered on its 
merits for each type of tournament; thus, the addi¬ 
tion of a card to the Banned or Restricted List for 
Type I tournaments does not necessarily mean the 
card will also be added to the Type II Banned or 
Restricted lists. These changes will be effective 
April 1, 1996. 

In addition, the DC will announce changes to the 
Banned and Restricted lists at regular intervals during 
the year. Type 1 changes w ill be annnounced on 
March 1 and September l;Type II revisions will be 
announced March 1, June 1, September 1, and 
December 1. 


Type I Restricted List 

Ancestral Recall 

Balance 

Berserk 

Black Lotus 

Braingeyser 

Candelabra of Tawnos 

Copy Artifact 

Demonic Tutor 

Feld on’s Cane 

Fork 

Ivory Tower 
Library of Alexandria 
Maze of Ith 
Mirror Universe 
Mishra’s Workshop 
Mox Emerald 
Mox Jet 
Mox Pear! 

Mox Ruby 
Mox Sapphire 
Recall 
Regrowth 
Sol Ring 
Timetwister 
Time Walk 
Underworld Dreams 
Wheel of Fortune 
Zuran Orb 

Type I Banned List 

Amulet of Quoz 
Bronze Tablet 
Channel 
Chaos Orb 
Contract from Below 
Darkpact 

Demonic Attorney 
Divine Intervention 
Falling Star 
Jeweled Bird 
Mind Twist 
Rebirth 
Shahrazad 
Tempest Efreet 


THE NEW LISTS 

Type II Restricted List 

Balance 
Black Vise 
Ivory Tower 
Zuran Orb 

Type K Banned List 

Amulet of Quoz 

Ancestral Recall 

Atog 

Badlands 

Basalt Monolith 

Bayou 

Berserk 

Black Lotus 

Blaze of Glory 

Braingeyser 

Bronze Tablet 

Camouflage 

Chaos Orb 

Channel 

Clone 

Consecrate Land 
Contract from Below 
Copper Tablet 
Copy Artifact 
Cyclopean Tomb 
Darkpact 

Demonic Attorney 

Demonic Hordes 

Demonic Tutor 

Dwarven Demolition Team 

Dwarven Weaponsmith 

Earthbind 

False Orders 

Falling Star 

Farmstead 

Fastbond 

Forcefield 

Fork 

Gauntlet of Might 
Granite Gargoyle 
Guardian Angel 
Ice Storm 
Illusionary Mask 
Invisibility 
Jade Statue 
Jandor’s Ring 
Juggernaut 


Kird Ape 
Kudzu 
Lance 
Lich 

Living Wall 
Mijae Djinn 
Mind Twist 
Mox Emerald 
Mox Jet 
Mox Pearl 
Mox Ruby 
Mox Sapphire 
Natural Selection 
Nettling Imp 
Plateau 
Psionic Blast 
Raging River 
Rebirth 

Reconstruction 

Regrowth 

Resurrection 

Reverse Polarity 

Roc of Kher Ridges 

Rock Hydra 

Rocket Launcher 

Sacrifice 

Savannah 

Scrubland 

Sedge Troll 

Serendib Efreet 

Shatterstorm 

Sinkhole 

Sol Ring 

Taiga 

Tempest Efreet 
Timtwister 
Time Vault 
Time Walk 
Tropical Island 
Tundra 

Two-Headed Giant of I 
Foriys 

Underground Sea 
Vesuvan Doppelgange' I 
Veteran Bodyguard 
Volcanic Island 
Wheel of Fortune 
Word of Command 


SUMMARY OF LIST CHANGES 


Type I Restricted List: 

Ali From Cairo is removed 
Black Vise is removed 
Sword of the Ages is removed 

Type I Banned List 

*Time Vault is removed (see errata) 

Type II Restricted List: 

Feldon’s Cane is removed 
Recall is removed 


Also, Time Vault is reworded as fol¬ 
lows to restore it to its original intent: 
“Comes into play tapped. Does not 
untap as normal. If Time Vault is 
tapped at the beginning of your turn 
and does not have a time counter, you I 
may skip your turn to untap Time 
Vault and put a time counter on it. *: 
Remove the time counter from Time 
Vault to take an additional turn imme¬ 
diately before the next normal tum.’* 

As a result of this errata, Time Vault I 
is no longer restricted or banned in 
Type I. 
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MAGIC™ MAIL ORDER 


|BI EMDOH IttflSHT) 

.. 

r^r: -tectes.^10 

£.;. $ H 

-r afreet.56 

V. Dock ganger . 518 

Dua-2'- 5 .512 

Cawece Set.$295 

r<> >• 

wrawim" 

Carrioc Ants.56 

Sstjre.$9 

tite Zees .55 

Ur>arar.$7 

Rov3 Assassin.$14 

Shr.r Dragon.$14 

Compete Set.$295 

jkiJMS A--' Ey*> 5»*i£S MUtti—ttL. 

cur 

Cnwcf theses.$7 

Defects.$15 

Endurcs Rer>ev»a!.$9 

Jester s Cap.$25 


jesters Mask.$19 

Lhurgoyf.$8 

Seraph.$12 

Complete Set.$295 

A~ ow Ice Age Si*k.i wKMtE— cal. 

SINGLES AVAILABLE fOR 

Arabian Nightsf 
Antiquities* 

Legends' 

The Dark" 

Fallen Empires'' 
Chronicles* 
Homelands " 
Alpha/Beta/ Unlimited' 
Out-of-prints 

complete Sits 

Alpha.$3,500 

Beta.$2,900 

Unlimited .$2,100 

Revised .$295 

Antiquities .$250 

Legends .$950 

The Dark .$50 


Fallen Empires .$50 

Ice Age .$295 

Fourth Edition.$295 

SUIWAIS* LIMITED 

DarthVadar .$35 

Hans Solo.$35 

Leia.$29 

Luke.$35 

Millennium.$29 

Obi Wan.$35 

Complete Set.$495 

Al>. <tkr Stap Wars Singles m*as.— c*a 

STAR TREK® 

Limited Unlimited 

B. Crusher .$15.$29 

Data.$25.$39 

D.Troi .$15.$29 

L. LaForge.$15.$29 

J. Picard.$25.$39 

Enterprise.$25.$39 

Future Ent.$85.$95 

Complete set $295....$495 
Alt Univ set....$179....$179 

Ax OTHER STAr TP!* SfcGLHS 4*L*&E—CAL, 



WyvenT 

Illuminati" 

On the Edge* 
Towers in Time" 

Doom Trooper" 
Doom Trooper: 

Rage” 

SIM City- 

inquisition'* 

519 EA./3 for $49 

Rage: Umbra' 

Blood Wars' 4 

AND MORE! 


CARD EMPORIUM* 

Order Only 800-875-9105 
612-541-0766 
8028 Hwy 55 
Golden Valley, MN 55427 

5 ORDERING INSTRUCTIONS ] 

—. 1. Minimum order $10 a 

2. $4 minimum postage & handling 

3. Phone reservation required 


RETAILERS 


1. Magic: The Gathering 

2. Star Trek 

3. Star Wars 

4. Non-Sports Cards 


5. Sports Cards 

6. Pogs 

7. Price Guides 

8. Supplies 


Caii for father information. Must haw a business license. 


VISIT OBI TWO RETAIL STORES IB MINNESOTA 


8028 H*y 55 Golden vale)' 
Golden Valley Shopping Ctr 
;612; 541-1340 
M-F10-9 Sat 10-8 
Sun 11-6 


1310 S Wyzata Blvd 
Wayne (Next to KFC) 
(612) 4761931 
M-F 10-9 Sat 10-8 
Sun 12-6 


Both stores cany targe selections of coZiectfbie card game singles, 
sets, and booster boxes. They also carry comic books, non-sports cards, 
sports cards, fitted hats, and pegs. 


The top 4 winners of 
this tournament 
will win entry and 
iirtare to the 

Long Beach 
Professional 
Tournament. 


LWopen at 9 A.M. 
Tournament begins 
at Hixin. 


i25 m advance 
the Jay of the event 


There will he 
'iver 25 other 
Himaments 

Lekl throughout the day. 
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Wizards of the Coast , Inc. and Neutral Ground 

present 

a Qualifier Tournament for the 

$1,000,000 

Magic: The Qathering 
Professional Tournament v 

Saturday, April 20th 

at The New Yorker Hotel, 34th Street & 8th Avenue, NYC 

For more information , call 

NEUTRAL GROUND™ 

791 7th Avenue, 9th Floor, New York, NY 1CKXT6C09 

(800) 344-GAME 

(212)633-12^ Fax (212) 63.3-0979 
Web: http//www.ngnnind.com Email: info§ngrouftcLcain 

CM us rtgardmz the Northeast Regional Champumshif) nidi $5,COO in cash frizes. Way 11 & 12. 

We oho run numthh tcntmanenis uith 51XYV in cash frizes in NYC. NJ, and Long Island. 

ijudfor t.t 2naihthc \<net Typt U wi x A? r&vundt vmona* in Sew *r<. 

7V* Mm Ac xmk it! C aup Ax d 4*1* mst tar x ** m 

Type I’ hdin>M lu . FJtv Hnfnvs'*. be A#**. (tomLln 1 ", andH<mdmds‘ 


The next 

Magic: The Gathering 
Professional Tournament 
is being held 
May 3-5th, 1996, 
in Long Beach, CA. 
Players will compete for 
$ 130,000 in cash 
and scholarship prizes. 
Winning a slot 
at a qualifier 
tournament is 
the only way to enter the 
Magic: The Gathering 
Pro Tour" 

other than being a top 25 
Duelists’ Convocation 
member or a top finisher 
in rhe 
New York 

Professional Tournament. 


£=* - <5 tndemarfc and » denom a tndemarit cwmed euher by Woanls of the Coast. he., or by ctfers (tot pro** name « 

7 ■ x Wit status should not bo construed as a chalenge to such status. Wizards of the Coast. MagiciThe Gathering. AnAon Ngbts. and Anequhes 
ncr W*% ax] uXeksts’ Convocation .. 


trademarks owned by the companies that pufcltsn those products Use o* tNe name of any prodsjet 
n Mghts. and Anbqjttxs are registered trademarks. Legends. The Dork, fdhi Empires, ke Age. Qvondes. 


e trademarks of Wizards of the Coast, Inc. 
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WHOLESALE, INC. 

DISTRIBUTORS OF FINER GAMING PRODUCTS, SPORTSCARDS, NON-SPORTS & SUPPLIES 



Alliances ™—the new Ice Age™ expansion 
Netrunner*—the new Richard Garfield game 
Homelands™ • Chronicles™ • Ice Age • Fourth Edition™ 

Revised (Third) Edition™ • 77ie DarlC • Legends™ • Antiquities! 1 
Jyhad™/Vampire: The Eternal Struggle™ 

STAR WARS* • STAR TREK* • MARVEL COMICS OVERPOWER” CAME • SHADOWFIST” • GUARDIANS” 
MIDDLE-EARTH” • DRAGON DICE” • RAGE” • RED ZONE” • TOP OF THE ORDER” • HERESY” 

PLUS MANY OTHER SPECTACULAR GAMES! 

We sell to retailers only! We do not sell to the general public! 


WE ALSO DISTRIBUTE THE COMPLETE LINE OF ULTRA PRO™ DECK PROTECTOR PRODUCTS 



Great prices • No minimums • Same day shipping 
Personalized service • Next day/2nd day shipping available 
Call for our FREE CATALOG! 


GNA WHOLESALE, INC. 

475 Washington St. (Rt. 1) 
Wrentham, MA 02093 
Located one mile north of Rt. 495 on Rt. J 

(508) 291-0030 • (508) 384-7766 
FAX (508) 295-2853 


?. denotes a registered trademark and ' u demotes a trademark owned either by Wizards of the Coast Inc. or by others Most proouct names a-e rr ^ ~ . 

Without mention cf trademark status should not be construed as a cha-'enge to such status Wizards of the Coast, Magic:The Gathering A rchnr w 1 c . w . by C 16 corr *Pan<es that pubfeh these o'-cducts Use c r e •: 

and Wamefcnds, are trademarks of Wizards of the Coast, Ire jyhad and Vampire.The Eternal Struggle are trademarks of Wizards cf the Coast. Inc and Wri^wS cCmc^S*^ trade,WkS ' Legef<ft ^ fakn E ' : " 
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Convocation Chronicle: 


by Beth Moursund 


A history of the 
DC s Journament Joules 


INCH THE FIRST MEMBERSHIPS were sold at GcnCon * ’93, the Duelists' 
Convocation has provided vital structure to the Magic* community. For 
most players, the DCs Banned and Restricted lists and its tournament 
rub serve as the “official” word on how to play, supplementing and superseding the 
Magic rulebook; even players who have never set foot in a tournament tend to follow 
the Convocation's sixty-card minimum, no-more-rhan-four-of-a-card restrictions. This 
article takes a look at the changes the DC has made in the last two and a half years and 
rh ways those changes have shaped both casual and competitive Magic play. 


IN THE BEGINNING 

The rules for the earliest Magic tourna¬ 
ments came straight from the rulebook 
and the cards: your deck had ro have at 
least forty cards, and you had to remove 
ante cards if you weren't playing for ante. 
At the time, sideboards were unheard of; 
if a tournament allowed you to switch in 
cards between games (most didn't), your 
entire collection was fair game. 

With these scant rules, the first degen¬ 
erate decks appeared quickly. Two early 
favorites used all common cards: the “six¬ 
teen mountains, twenty-four Lightning 
Bolts" deck and a deck using only 
swamps, Dark Ritual, Plague Rats, and 
Drain Life. Wealthier (or more fanatic) 
players invented landless, “just Moxes and 
lotuses” decks, including a first-turn killer 
using Black Lotuses and Black Vises. 

While this was fun the first time or 
two, it got old really fast. Almost every¬ 


one running tournaments introduced 
deck-construction rules. Restrictions 
ranged from forty-card minimums to 
hundred-card minimums, and from no 
duplicates except land to no more than 
six of a given card. Since decks powered 
by Moxes and Loruses so easily overpow¬ 
ered all competition, many organizers 
placed extra restrictions on artifacts. As 
time went on, many players pushed for a 
“standard” format. 

By the end of 1993, the Duelists’ 
Convocation, Wizards of the Coast’s 
official Deckmaster 1 tournament organi¬ 
zation, stepped in with a solution. For 
DC-sanctioned tournaments, the Convo¬ 
cation recommended (but did not 
require) that decks should have a mini¬ 
mum of sixty cards, with no more than 
one of any artifact and no more than four 
of any non-basic land. This recommenda¬ 
tion was the first in what would become a 
legacy of rulings and revisions. 



THEN AND NOW 

On January 25, 1994, the first version of 
the DC tournament rules was released to 
the Net with this disclaimer “Please note: 
WotC is not in any way saying that all 
tournaments must use these rules—only 
that the Duelists' Convocation tourna¬ 
ments will use them.’ Despite this dis¬ 
claimer, the DC rules are widely viewed 
as “official” for even casual play, and revi¬ 
sions to the rules are watched closely. 

While some revisions have been super¬ 
ficial, such as the flip-flop on banning 
plastic sleeves for cards, other changes 


have had far-reaching effects. The first 
Banned and Restricted lists, for instance, 
were a radical step, restricting specific 
cards by name (even non-artifacts) and 
not simply restricting all artifacts. The 
first version of the rules also introduced 
the concept of a “sideboard,” allowing 
deck tuning between duels and discourag¬ 
ing the use of over-specialized decks. 

One of the biggest areas of change 
concerned which card sets were allowed 
in DC-sanctioned tournaments. Most 
tournaments allowed all expansions over a 
month or so old, hut some disallowed 
cards from older expansions in order to 
give newer players a better chance. Shortly 
before the '94 U.S. National Champi¬ 
onship, the DC banned all expansion 
cards from the competition in an effort to 
level the playing field for newer players. 
The announcement was made with little 
warning, and many arrived at the compe¬ 
tition only to find their decks were illegal. 
The controversy over this incident lasted 
several months, setring the tone for the 
next year’s changes. 

Arguably the DCs most significant 
change, the introduction of two new 
tournament formats in January of ’95, 
put to rest some of the previous years 
controversy. “Type I” became the name 
for the existing format; “Type II” allowed 
only cards from the current basic set and 
the two latest expansions; and “Sealed 
Deck” required players ro construct decks 
using factory-sealed decks and boosters. 
(Type II was later amended to exclude all 
but “currently available” sets so that the 
release of Homelands '* wouldn’t bump out 
Fallen Empires ”, which was still widely 
available.) In March of'96, the Banned 
and Restricted lists for Type I and Type II 
were separated to better reflect the differ¬ 
ent environments in each format. The 
restriction of Black Vise—considered 
overpowered in Type II, hut balanced by 
the prevalence of fast mana and anti-arti¬ 
fact cards in Type I—led to this decision. 
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The DC has also changed its 
ranking system in the last year and 
has begun to rank both members and 
non-members. The previous ranking 
system, which awarded points based 
on the number of matches won, was 
dropped in favor of a system similar 
to the one used for chess tourna¬ 
ments. Instead of progression being 
based largely on the number of tour¬ 
naments attended, a players rating 
floats up or down with each match 
depending on the outcome of the 
match and the opponents rating. 

RESTRICTING 
AND BANNING 

Revisions to the tournament rules 
can be controversial, but the DCs 
decisions on which cards to ban or 
restrict tend to produce even more 
controversy. The Convocation 
receives mail every day urging 
changes to the Banned and 
Restricted lists. 

Several goals are behind the DC s 
decisions: If getting one particular 
card in your opening hand usually 
means that you'll win the duel, then 
that card is considered unbalancing. 
Also, there should be no single best 
strategy in tournament play; if a par¬ 
ticular card starts showing up in 
almost all the top-ranked decks, or if 
coping with one particular card 
becomes a major design factor for all 
tournament decks, then its probably 
overpowered. Finally, matches at a 
tournament need to finish in a rea¬ 
sonable length of time, so cards that 
inherently lead to long games receive 
some sort of restriction. 

Current DC policy is that all 
cards are innocent until proven 
guilt)'. A card may come under 
scrutiny just because it looks like it 
could be abusive—for example. 
Enduring Renewal and all the infi¬ 
nite loops that it makes possible— 
but that’s not enough to prove it 
guilty. Similarly, mountains of com¬ 
plaint letters may put a card on the 
watch list but wont by themselves 
restrict it. Only cards that prove 
themselves guilty in tournament play 
will be restricted. 


On Again, Off Again 

NOTABLE REPRIEVES FROM 
THE DC'S BANNED AND RESTRICTED LISTS 

M anv of the cards currently banned or restricted are long-time residents of those lists. 

A few cards, though, were taken off the lists after being put on. (See Tournament 
News , n p. 52 for the current DC Banned and Restricted lists.) 


Legends and Legendary Lands 

Restricted in Type /, October '94—October '95 
Restricted in Type II. January 95-April 95 
The DC deemed that having multiple copies of a 
unique personality or place in one deck violated 
the spirit of the game. In April ’95, the legend 
restriction was left off of the Type li list (no leg¬ 
ends were available in Type II at the time), and 
when Ice Age ™ and Chronicles ' 4 (which both have 
legends) became legal in Type II. legends were 
restricted in Type I but unrestricted in Type II. 

All from Cairo 

Restricted, January 94-March 96 

In the initial card set, the Ali-Jade Monolith com¬ 
bination made Ali’s controller completely invinci¬ 
ble unless his opponent had one of a very few 
cards, and some colors had no way at all to deal 
with this combination. But, as the Magic universe 
expanded, every color gained ways to deal with 
pesky creatures. 

Black Vise 

Restricted in Type I, January '96-March 96; 
still restricted in Type II 

The ’95 U. S. National Champion gave Black 
Vise sole credit for the complete absence of any 
blue among the top eight decks at the champi¬ 
onship. By the end of the year, almost every seri¬ 
ous deck included Vises, and any deck couldn’t 
deal with a first-turn Vise or two wouldn’t last 
long. In Type I, this wasn’t so bad. since fast 
mana was easier to come by and more artifact- 
destruction spells were available, but it was 
warping the whole Type II environment. 

Dingus Egg 

Restricted, January 94-May '94 
There were very few ways to get rid of artifacts in 
the early card mix; as a result, adding almost- 
free damage and land destruction was too much 
of an advantage. When Antiquities’ 9 provided all 
colors with a number of nasty, anti-artifact tricks, 
Dingus Egg was reprieved. 

Feldon’s Cane 

Restricted in Type II, Jantuiry 94-March 96; 
still restricted in Type I 

Feldon’s Cane was restricted because it allowed 
retrieval and reuse of other restricted cards. In 
the March ’96 revision, so few cards were 
restricted in Type II that the DC felt restricting the 
card was unnecessary. 

Gauntlet of Might 

Restricted\ January '94—May 94 

Gauntlet of Might was restricted along with all 
the other “easy mana” cards. The restriction was 


dropped when Antiquities made it easier for a 
colors to get rid of artifacts. 

Icy Manipulator 

Restricted, January 94-February 94 
This card was restricted in the first version of the I 
rules because it was cheap and powerful, and 
slowed games to a crawl. The DC decided the 
restriction was an overreaction in the February 
’94 revision of the rules. 

Orcish Oriflamme 

Restricted, January 94-February 94 
The Alpha version of Orcish Oriflamme cost on v I 
two mana to cast: the Beta and later versions 
cost four mana. Thus, in the first version of the I 
rules, Orcish Oriflamme was restricted because I 
the Alpha version was too powerful for its cast- I 
ing cost. 

Recall 

Restricted in Type II, May 94—March 96; 
still restricted in Type I 

Recall, like Feldon’s Cane, was restricted 
because it allowed retrieval and reuse of other 
restricted cards. 

Rukh Egg 

Restricted, January 94-February 94 
According to the card’s wording, discarding Ruk". 
Egg creates a 4/4 Rukh. By the time the second I 
version of the DC rules came out, the DC had 
decided that sanctioned tournaments should foi-1 
low all the WotC rules group’s “recommendations’ t 
(later called “errata”), thus requiring that Rukh 
Egg be played as intended rather than as written. I 

Sword of the Ages 

Restricted, October 94-March '96 
Sword of Ages allows any creature-heavy deck I 
to do a huge amount of nearly unstoppable dan> [ 
age. By ’96, however, Type I play had shifted so I 
far in favor of creatureless or creature-poor 
decks that Sword of the Ages was never seen. | 

Time Vault 

Restricted, January 94-March 94 
Banned, March 94-March 96 
In the first two versions of the rules. Time Vauit 
was restricted because of the infinite-tum com- I 
bos it made possible. As players developed bet-! 
ter ways to achieve these combinations, it was j 
moved to the Banned list in March ’93, making it I 
the first card banned for abuse. In early ’96. the | 
Magic rules team issued errata for Vault eliminat* I 
ing the reasons it had been restricted; thus 
rehabilitated. Time Vault was eligible for a full 
pardon in March ’96. 
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The Duelists' Convocation 

Banned 

AND 

Restricted 

FACT SHEET 


compiled by Adam Conus 


S i s rhe number of cards on the Restricted and Banned lists for 

Duelists’ Convocations tournament rules continues to grow, so 
do the questions regarding why individual cards appear on these 

_! lists. Though most reasons are obvious, many people are unaware 

of the more specific reasons why cards become restricted or banned. There 
are a number of signs that the DC looks for when deciding to restrict or ban 
a given card. 

The most obvious sign is that the card appears as a central theme of a 
winning tourney deck. When all tournament decks begin to look alike, it’s 


time for a change. 

Other cards are so useful that there is no reason not to include them in 
any deck. Often, powerful artifacts are restricted for this reason, as they can 




Ik integrated into any kind of deck. I he Moxes and Black Lotus are exam¬ 
ples of these kinds of cards, and Black Vise is a recent 
addition to the Restricted list due to this problem. 

Of course, all cards dealing with ante have been 
banned, as official constructed-deck tournaments are 
never played for ante. These are good examples of 
cards that are prohibited in tournaments not 
because they arc spoilers, but rather because they 
are not appropriate for tournament-style play. 
Other cards also fall into this category— 
Shahrazad, for example. 

Most “retrieval” cards have found their 
way onto the Restricted list as well. Them¬ 
selves rather harmless, 
they allow for the reuse of the 
spoilers, thus justifying their restriction. 

In deck-construction systems where the spoilers 
are completely banned, sometimes the retrieval 
cards are left unrestricted. 

A number of the cards on the Restricted 
and Banned lists don’t fall into any particu¬ 
lar category. They are cards that, for what¬ 
ever reason, are just too powerful—that 
is, too powerful either alone or in com¬ 
bination with one or more other cards. 

As new cards are created, the list will con¬ 
tinue to grow, though with care in card design it will 
grow more slowly than it has in the past. Ante cards aside, only 
two cards from the last four expansions have had to he restricted. I his has 
been by design, and hopefully future expansions will fare as well. 


RESTRICTED CARDS 

Ancestral Recall. The ability to draw cards has 
proved to be one of the most powerful effects 
in Magic, and Ancestral Recall allows its 
caster to draw cards at a much lower cost 
than any other spell or effect—way too much 
firepower for its cost. 

Balance. Balance decks began dominating 
tournaments in mid-1995 to such an extent 
that the card had to be restricted. A player 
could obliterate his or her own resources 
(usually sacrificing them for gain) and then 
cast Balance to make the opponent pay for 
the very temporary advantage. As a result, 
good tourney decks had to prepare to play 
against Balance. Also, for its mass effect, it is 
way too cheap. Interesting note: It took play¬ 
ers over a year to figure out how to break this 
card, proving that restriction rests on the 
players’ actions. Cards are restricted only 
when players demonstrate the necessity of 
doing so. 

Berserk. Berserk’s effect of doubling a crea¬ 
ture’s power quickly proved to be too power¬ 
ful when played in multiples of two or more. 
Combined In a deck with Fork, Berserk was 
one of the first cards in Magic to be recog¬ 
nized as degenerate. 

Black Lotus. Any time a card produces more 
mana than is required to bring it into play, 
there is an opportunity for abuse—and the 
cheaper that card is to cast, the greater that 
opportunity. In no other case is this more 
apparent than with Black Lotus. This was the 
main ingredient in many of Magic’s original 
first-turn kill decks, and it is still a staple card 
for all people who have one to play with. 

Black Vise. Black Vise is a card so generally 
effective that many tournament players were 
willing to include it in their decks regardless 
of what the deck’s theme or purpose was— 
the damage it could potentially inflict if played 
on the first turn was too attractive to ignore. 
Since all decks had to plan for them, they 
completely dominated the Type II tournament 
landscape. 

Braingeyser. Although less powerful than 
Ancestral Recall, Braingeyser’s inexpensive 
card-drawing ability landed it on the restricted 
list as well. 

Candelabra of Tawnos (AQ). Sharp Magic play¬ 
ers quickly realized the vast amounts of mana 
that could be produced with multiple Cande- 
labras and means of producing more than 
one mana per land (Urza’s lands, Mana Flare) 
in play. 

Copy Artifact Not so much a spoiler by itself, 
Copy Artifact allows for multiples of other 
restricted cards. Creature copiers, like Clone 
and Vesuvan Doppelganger, aren’t restricted 
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because the costs of the copiers are rela¬ 
tively large; Copy Artifact is cheap compared 
to many of its potential targets. 

Demonic Tutor. This is often the best card in 
your deck—at any time, for whatever situa¬ 
tion you might be in. It makes dangerous 
combos too easy to set up. 

Feld on’s Cane. In essence a retrieval card. Fel- 
don’s Cane allows other spoilers to be used 
multiple times by taking them out of the 
graveyard and putting them back into the 
library. The only reason the Cane itself is 
restricted is to keep those other spoilers out 
of play once they’ve been used. 

Fork. In addition to being overly complicated, 
Fork can, like Copy Artifact, duplicate spoil¬ 
ers very cheaply (Time Walk, Ancestral 
Recall, Demonic Tutor, and Berserk are 
favorites), to the detriment of the game. 

Ivory Tower. The amount of life that one Ivory 
Tower can generate is awesome, and this 
can lead to exceptionally long games, an 
unsuitable situation in tournament play. With¬ 
out restriction of Ivory Tower, the problem is 
extended fourfold. 

Library of Alexandria (AN). Again, the ability to 
draw a card proves too powerful an effect to 
be left unrestricted. Even with the restriction 
of only drawing cards when you have exactly 
seven, the Library’s gift of cards for no cost 
has kept it on the Restricted list for nearly its 
entire existence. 

Maze of Ith (DK). One of the most useful 
defensive cards in the game, Maze of Ith has 
untap and damage-prevention effects that 
can be the centerpiece for a number of pow¬ 
erful combinations. Mostly, however, it is its 
ability to nullify attackers at no cost that puts 
it on the list. 

Minor Universe (LE). Trading lives with your 
opponent is so amazingly useful that any 
more than one Mirror Universe in a deck 
makes a player almost unbeatable. It’s a fairly 
expensive card to cast, but as it is normally 
only useful towards the end of a game (often 
as the coup de gr&ce). the cost is hardly a 
factor. 

Mishra’s Workshop (AQ). Any land that can cre¬ 
ate more than one mana, even with a restric¬ 
tion, can be exploited. Unrestricted, the 
Workshop can create incredibly fast artifact 
decks—players can get unrestricted artifacts 
(like Juggernaut) into play far too quickly. 

Mox Peart, Emerald, Ruby, Sapphire, and Jet 

Like Black Lotus, the Moxes impact the 
game by providing sources of mana, at no 
cost, that are not restricted by the normal 
frameworks governing the pace of the game, 
i.e., unlike land, you can put Moxes into play 


as quickly as you get them. This can speed 
up a deck sufficiently to give the edge to the 
person with the most Moxes—or, even with 
Moxes restricted, to the person who draws 
the most Moxes early. Moxes circumvent the 
whole design of land playing and break part 
of the game. 

Recall. A retrieval card. Recall is restricted 
less for what it does than for what it can 
bring back into play. Each Recall in your 
deck allows for another use of your most 
powerful cards—a Regrowth for multiple 
cards! 

Regrowth. Another retrieval card, Regrowth is 
restricted for the same reasons as Recall. 

Sol Ring. A victim of its own efficiency, Sol 
Ring is restricted, along with the Moxes, for 
producing more mana than it takes to cast. 

Its presence in almost every deck that allows 
it is a dead giveaway of its power. 

Tlmetwister. Timetwister combines the effects 
of a retrieval card with the awesome ability to 
fill your hand. It affects all players, but it still 
gives the caster a huge advantage. Even 
restricted, Timetwister shows up as the cen¬ 
terpiece of some decks. 

Time Walk. In early playtest versions of 
Magic, Time Walk was a common card—that 
sure didn’t last! Even limited to one per deck, 
the ability to take an additional turn on 
demand is one of the most powerful effects 
in the game. Combining Time Walk with Fork 
to get multiple turns at once is also a popular 
(and usually game-winning) combination. 

Underworld Dreams (LE). Dealing damage for 
each card your opponent draws is good by 
itself, but in multiples it is devastating. If 
accompanied by Howling Mine and other 
cheap “force your opponent to draw”-type 
cards, Underworld Dreams can prove nearly 
unbeatable. 

Wheel of Fortune. As with Timetwister, drawing 
cards equals restriction. Even though Wheel 
of Fortune affects everyone, the caster gains 
a huge advantage in casting it when it bene¬ 
fits him or her most. 

Zuran Orb (IA). Much like Ivory Tower’s ability, 
the Zuran Orb’s ability to create a lot of life 
makes tournament games drag on far longer 
than is acceptable. The Orb was so generally 
useful that two or three were immediately 
added to most winning tournament decks. 
Even restricted, it still finds its way into most 
tourney decks, extending many games, 
especially Type I duels. 

BANNED CARDS 

Channel. A long-time resident of the 
Restricted list, Channel was added to the 
Banned list in November 1995. As one-half 


of the instant-win combo Channel-Fireball, 
it turned the game into a simplistic “Who¬ 
ever draws their Channel first wins” affair. 
Although Channel has other uses, the poten¬ 
tial for abuse with direct-damage spells is too 
great to allow the card to remain a part of 
tournament play. 

Chaos Orb. Banned less for what it does than 
for how it does it, Chaos Orb’s unusual 
mechanic of being “flipped" onto the playing 
area caused so much trouble that the card 
had to be banned. Issues ranging from what 
exactly “flip” means, to how large the playing 
area needs can be, to what things could be 
used to represent counters caused constant 
conflicts regarding the card’s use. Chaos Orb 
was moved from the Restricted list to the 
Banned list in November 1995. 

Divine Intervention (LE). Draws are traditionally 
undesirable in competitive events, and Divine 
Intervention’s sole effect is to create them. 
Also, in a tournament setting a single card 
should not have such a dramatic influence on 
the outcome of the game. 

Falling Star (LE). Though generally less useful 
than Chaos Orb, Falling Star still suffers from 
most of its big brother’s drawbacks. It was 
banned in November 1995. 

Mind TWisL This card was banned primarily 
because of the major swing it causes in early 
game play. As with effects that allow a player 
to draw extra cards, hand-destruction can be 
overly disruptive. A player on the Net 
described it like this: “Mind Twist is just like 
Channel, only with Mind Twist, it takes you a 
number of turns before you realize that it 
killed you.” 

Shahrazad (AN). One of the most unique cards 
in the game of Magic, Shahrazad isn’t 
banned because of what it does but because 
of how long it takes to play it. There is sel¬ 
dom time in a tournament round to resolve 
a Shahrazad subgame, and allowing this 
card would result in an unacceptable number 
of draws. 

ANTE CARDS 

Amulet of Quoz (IA) 

Bronze Tablet (AQ) 

Contract from Below 
Darkpact 
Demonic Attorney 
Jeweled Bird 
Rebirth 

Tempest Efreet (LE) 
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BAYWATCH: 


Magic in 
San Francisco 


by Jeff Brain 


S AN FRANCISCO, CA—The rain 
bow-hued world of Dominia finds 
its real-world counterpart in the 
San Francisco Bay Area. Mana of even 
color is tapped from San Jose ro San 
Rafael, San Leandro to San Pablo. On 
any day or night, Magic enthusiasts 
gather all over the Bay Area, enjoying the 
latest deck-design innovations in an ever- 
widening array of venues catering to just 
a few—or a few score—participants. 

San Francisco and its environs have 
been a hotbed of Magic 
activity since the game 
debuted in August 1993. 

Since the first Wizards of 
the Coast demo tours of 
that fabled summer. Magic 
has held a revered place in 
the gaming agenda of the 
Bay Area. Two and a half 
years later, Magic still enjoys 
unparalleled popularity with 
gaming sites at every point 
of the compass—in work¬ 
places, retail establishments, 
coffee shops, campuses, and 
pubs—culminating in frequent tourna¬ 
ments and events with attendees from all 
walks of life and all parts of the world. 

“This game is crazy, which I like. The 
rules are simple and you get to break 
them all the time,” says Paul Thomas. 

Paul is part of the technical staff at Sun 
Microsystems, and when he isn’t taking 
part in a company Magic league with the 
three dozen other hardcore tappers, he's 
raising his two children, already fierce 
Magic adversaries. Paul is an excellent 
example of the type of player found in 
the Bay Area: relaxed yet competitive, 
eclectic, intelligent, and convivial. “1 col¬ 
lected football cards and stamps as a kid. 
This game brings out that side, and here 
it’s basically a congenial atmosphere, low- 
key, hut the competitiveness is still there. 


The range [of the players) is quite 
remarkable [in] age [and] occupation, 
and it gives me a father-son thing. 
(Thomas’s son. Tommy, a sixth grader, is 
known for his highly volatile decks and 
incisive commentary.) Plus, you get to 
meet strange and interesting people.” 

Paul is a regular at San Franciscos 
major gathering spot—the Carls Jr. at 
3rd and Market in the Financial District. 
After myriad moves (those who read last 
years Duelist Corn panion article know 




FAMILY VALUES: Paul Thomas , with daughter Marika and sort Tommy 


that rhis is where the former Zephyr Cafe 
crowd now gathers), this has become the 
central locale for San Francisco’s Magic 
scene. Every week on Thursday nights, 
Donald Vaccarrino, known affectionately 
as Donald X, hosts a unique Magic tour¬ 
nament here that draws up to two dozen 
players. Upwards of sixty other players 
can be found here, trading and playing 
amid the fluorescent glow of this fast- 
food haven. 

Donald s tournaments deserve atten¬ 
tion because of their entertaining and 
atypical parameters. “I wanted to give 
people a chance to play with all their 
cards, yet keep an even playing field,” 
Donald says. 1 lence Donald created the 
“Type N” card rules, that allow almost 
every card from every expansion except 


those that are already banned or 
restricted. Under these restrictions, 
decks are builr to conform to each 
week’s rules. For example, one week all 
cards (except basic lands) had to have 
the same artist (the Myrfors decks won 
with CoP: Black/Pestilence, but there 
were some interesting Benson, Mad- 
docks, Shuler, and Kaja Foglio decks): 
another week, all cards (except basic 
lands) had to start with the same letter 
of the alphabet. 

“It can be hard convincing your 
friends to give up their Juggernauts and 
Black Vises, but its worth it,” he says. 
“The Type N environment has received 
overwhelming praise here. Everyone has a 
chance to come up with the innovative 
design that would dominate the form. 

Bizarre decks, like Thomas Byrd s 
“Cajun Seafood,” are a product of this 
environment: Mind Bomb, Deep Spawn, 
Polar Kraken, Animate Dead, Burnt 

Offering, Fireball, etc. The 
deck has already spawned 
copies (I added Vexing 
Arcanix as the server and 
Merchant Scroll for the 
i menu, among others). 
Amidst the frenzied 
energy of one of these tour¬ 
neys, I got a chance to 
speak with 1994 Magic 
World Champion Zak 
Dolan. He was up from the 
South Bay, having heard 
“some hot stuff was going 
on up here in the City.” 
(For those not familiar with the Bay Area, 
geographic anomalies make for highly 
regionalized factions within the area.) Zak 
attends Stanford University in Palo Alto, 
where, should you dare to venture to the 
campus's Meyer Library on a Saturday 
night, you’d better “be prepared for really 
good players.” 

Down the Baja Peninsula, there arc a 
number of Magic spots to visit. Skybox 
Pizza on Wednesday nights is the San 
Mateo hangout; nearby Gator Games is 
one of the top mail-order CCG houses 
and game stores in the country. 

John’s Comic Connection in Camp¬ 
bell and Home Field Advantage in 
Menlo Park are regular tournament spon¬ 
sors and host Magic frequently on-site. 

Zak is also found regularly at A Place 
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to Play, currently San Joses hottest CCG 
spot. Magic artist Randy Gallegos is a 
regular player among the hordes, and just 
recently, Apple Computer co-founder 
Steve Wozniak was there getting cleaned 
out by an eleven-year-old sorcerer. 

“Maybe next time we’ll let him use a 
computer,” laughed a fellow 
player. A Place to Play fea¬ 
tures open play every night 
and tourneys Thursday 
through Saturday, with 
Sealed Deck on Sunday. Per¬ 
haps, as some have suggested, 
the name should be changed 
to The Place to Play. 

Moving back across the 
Bay Bridge to the East Bay, 
one finds a wealth of possi¬ 
bilities for the Magic afi¬ 
cionado. For those in the 
mood for a more sublime 
atmosphere. Brewed Awakenings in 
Berkeley has small group gatherings on 
Saturdays with fun decks and multiplayer 
formats, as does Cafe Milano on Friday 
nights. Laura Downs, a computer science 
graduate student at the University of Cal¬ 
ifornia at Berkeley, is a regular there and 
enjoys the company. ‘'Most of my hob¬ 
bies are male-dominated, but I hold my 
own,” she says. 

The Tied House in Alameda and 
Catos on Piedmont Avenue in Oakland 
are two pubs where Magic has become a 
pan of the scene. As Magic has spread, 
more intimate groups have become the 
norm, and these two sites are an example, 
both offer alcoholic beverages, good food, 
and great competition. As Richard Ryan, 
a regular at the Ted House says, “People 
teach me things every time Fm here.” 

Hie founder of the Tied House party, 

Ihve Commerford says, “There might he 
rn a few players, but the quality of play 

>eriou$.” “Seriously nutty,” Richard 
chimed in. 

Not quite as nutty but equally fun is 
Haywards main Magic site. Who’s On 
Erst. Proprietor Jeff Ferreira is proud of 
the fact that his store won “Store Wars, 
an eight-store Magic competition in 
"hich his team romped to a ten-game 
tad by the time the contest ended. “New 
players keep on coming in. Just last week 
* taught a mother of two Magic players 
t]!c game, and she turned around and 

. . » 


played a Chevron executive.” 

UC-Berkeley has long been a center 
for innovation, and finally it has an orga¬ 
nization to reflect the massive interest in 
Magic on the campus. The Cal Col¬ 
lectible Card Game Club is now a regu¬ 
lar part of the Berkeley and East Bay 



Extracurricular fun: Berkeley's CCCGC gets players from all over. 


scene, hosting tournaments and leagues 
with regularly posted rankings. 

The CCCGC is “a full politburo— 
more than a half-dozen people run this 
club,” chuckled co-founder Sean Chen. 
’With Creg DcPies, the president, they 
have made a regular site available on the 
Berkeley campus to “just get together and 
have a good time playing this game. If 
you want cutthroat competition, go to 
the South Bay.” 

Although perhaps not cutthroat, com¬ 
petition was at a very high level the day I 
entered a sealed-deck King of the Hill 
tournament there. Eventual winner Jay 
Torch went 9-0 with fliers and a Serra 
Aviary. “1 like to play theme decks, 
because that’s what we play at Brewed 
Awakenings,” he said. “I like to try and 
play with cards nobody plays with. 

Every card in the world was a part of 
the Magic scene at Dundracon 20, held 
over Presidents’ Day weekend in San 
Ramon, at the base of Mt. Diablo. Origi¬ 
nally a convention for roleplaying only, it 
has become an important part of the Bay 
Area Magic scene. With a variety of tour¬ 
nament formats and twenty-fbur-hour-a- 
day open gaming rooms, it’s a non-stop 
gaming maelstrom. One of the Type II 
sanctioned winners, Masato Hayakawa, 
is also a founding member of Berkeley’s 
CCCGC. 

One of the most popular rooms at 
Dundracon and other cons in the Bay 


Area is the ante room sponsored by 
Manafest, the single-largest CCG-only 
convention in North America, held each 
year in San Francisco. Manafest is a three- 
day affair with twenty-four-hour gaming 
and more tournaments than you can 
wave a Black Lotus at. 

Japji Khalsa, president 
of Manafest and Khalsa- 
Brain Games (makers of 
Spellgrounds ), felt the 
need “to provide the 
opportunity to bring this 
non-television interactive 
mode of entertainment to 
people.” With the Bay Area 
spirit—“a willingness to get 
involved, and devote a lot 
of time and energy to a 
project”—Japji has been 
able to put together a con¬ 
vention which is expected 
to draw over a thousand people this year 
to the Cathedral Hill Hotel, June 21-23. 

Featuring the ante room, over three 
dozen tournaments—including many 
DC-sanctioned events—Magic artists, 
and surprise CCG celebrities, Manafest is 
one of the brightest lights of the Bay Area 
Magic scene. 

As former San Francisco regular 
Andrew Finch says, having been recently 
lured to work for Wizards of the Coast in 
event coordination, “Leaving the Bay 
Area was the only stumbling block. With 
the g(K)d friends I’ve met through Magic, 
the social interaction, the lack of precon¬ 
ceptions, the willingness, the caring atti¬ 
tude and acceptance of other people, it 
was a tough decision.” 

The enchanted nature of the Bay Area 
is a perfect foil for Magic, and 1 hope you 
get the chance to enjoy your deck in this 
multicultural mecca. I wish your decks 
good tuning, and apologies if your 
favorite Bay Area Magic site was lefr off 
the list. Email meat MrJBrainC^aol.com 
to let me know about your hot spot—the 
Bay area always has more Magic to he 
discovered. 

Jeff Brain is a longtime pbtyer and active 
member of the San Francisco Magic com¬ 
munity. He is currently a computer resource 
teacher at Neil Cummins Elementary in 
Corte Madera , CA. 
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Spotlight On: 


Brian 

Weissman 


by Jeff J. Lin 


W EISSMAN. It is perhaps the most well-known name 
in Magic “strategy. No other name is associated with 
a deck style or strategy as universally as Brian Weiss¬ 
man s is to his creation, known simply as u The Deck. 

A quick search of the Usenet group rec.games.trading- 
cards. strategy on any day will usually net over a hundred posts 
related to Weiss man-style decks or The Deck. Weissman himself 
gets "probably ten to fifteen [email] messages a day, 90 percent 
of the time from people I don’t know,’’ he says. “People write to 
me...saying, d love your deck, tell me how to play it better,’ or 
Tm wondering why you haven’t added two Fountains of Youth 
and Zur’s Weirding to your deck. " 

The deck in question is a Type 1 blue/white control deck that 
controls the playing field with white defense and protects its key 
permanents with counterspells. It then locks down its opponent, 
stripping the opponent's cards out of his hand, and finishes him 
off. Its most striking feature is that it has only two sources of 
damage, two Serra Angels. 

“The first really big tournament I played that deck in was 
Dundracon, back in Feb. ’95, and in the course of the entire 
tournament, I last one duel,” he remembers. “It was the first 
time l think the Magic environment had seen a deck like that. 
People were just amazed at it—I was amazed at 
it: I couldn't believe it was so successful.” 


THE DECK 


Disenchant 

1 Recall 


Swords to Plowshares 

1 Bralngeyser 


Moat 

4 Tundra 


Serra Angel 

2 Volcanic Island 


Mana Drain 

4 City of Brass 


Counterspell 

3 Ship Mine 

Sideboard 

Red Elemental Blast 

1 Library of Alexandria 

2 Divine Offering 

Disrupting Scepter 

4 Island 

2 CoP; Red 

JayemdaeTome 

3 Plains 

2 Red Elemental Blast 

Regrowth 

1 Mox Jet 

2 Blood Moon 

Demonic Tutor 

1 Mox Ruby 

2 Fireball 

Amnesia 

1 Mox Sapphire 

1 JayemdaeTome 

Mirror Universe 

1 Mox Emerald 

1 Disrupting Scepter 

Ancestral Recall 

1 Mox Pearl 

1 Moat 

Time Waft 

1 Sol Ring 

1 Feidon s Cane 

Timetwister 

1 Black Lotus 

1 Ivory Tower 


From there, Weissman won three consecutive big tourna¬ 
ments in the area, and The Deck began to propagate, via word 
of mouth and the Internet. “All these other people started play¬ 
ing it,” he said. “People said, ‘This is it, this is the end-all, be-all 
deck—no one can beat it, we can't even conceive of an effective 
way to deal with it.’” Though some will always dispute its effec¬ 
tiveness, over a year later. The Deck and its various derivants are 
common sights in tournament play. 


BEHIND AM. THE FUSS is Brian Weissman, a 21-year-old Japan¬ 
ese Language Studies major at the University of California at 
Santa Barbara. Weissman got started in Magic in the days of 
Unlimited™. “The bulk of early games were against this one 
friend of mine (Matt Wallace), he remembers. Wed decided 
early on that 20 life points was too little, so we played with 40 
life points. We basically had three-hour creature brawls.'’ 

Weissman and Wallace built The Decks precursor, centered 
around four Mind Twists, four Library of Alexandras, and four 
Chaos Orbs, in May 1994. It wasn’t until the beginning of 1995 
that he re-built it, emphasizing its card advantage themes, and it 
evolved into The Deck. 

That The Deck grew out of a previous deck design which 
centered around Mind Twist is ironic, for Weissman garnered a 
bit of a reputation when he went on a Magic strike specificail 
over the card. He was already frustrated by the DCs failure to 
ban the card when he lost to a Hymn to Toiirach—Mind Twist 
deck in the quarterfinals of a tournament last November. “7hc 
cards I drew didn’t even matter,” he remembers. “It was indica¬ 
tive of what I'd been experiencing for so long.” 

Fed up, Weissman took to the Internet, calling for all players 
to boycott DC-sanctioned tournaments until Mind Twist was 
banned. Reactions were mixed, he says, but it helped spark 
many debates about the card, which was banned in January. 

Whats important to Weissman seems to be “winning on a 
moral level,” as he puts it—in other words, winning through 
superior playing skill, not power cards. He purposely leaves 
“spoilers” out of most of his other playing decks. “I want ro play 
the game from the sort of idealistic approach, the idea in mind 
that 1 would always improve,” Weissman said. “That was one of 
my original intents in playing The Deck.” 

“I get a tremendous amount of mail on the Internet from 
people all over the world, asking for advice on their decks, 
he says. “The thing I say over and over again is: ‘Build a 
deck that gives you the ability to get better; build a 
deck that uses your mind; build a deck that doesn’t 
play itself; build a deck rhat will win in direct relation¬ 
ship to how well you play it.’ People...put themselves 
in this mindset where they play with the most powerful 
spoiler that exists, exploit it to the fullest, and the 
moment it’s taken away, they have no idea what to do.' 

Besides his keen mind, the other thing most people 
mention about Weissman is his patience and generosity 
in teaching others Magic. “I do not know anyone who 
promotes the game in a positive way more than he 
docs, wrote Brian 1 ickler, a Bay Area player, “[whether 
it’s] teaching classes for kids, scrounging up decks for 
newbies, loaning out his most valuable cards, selling 
cards for incredibly low prices, or giving away cards for 
free to people who need them.” 

I ve always felt that Magic is like this gift...on so many dif¬ 
ferent levels,” Weissman said. “I feel like I should do my best to 
give it to other people. 

1 he fact that I can go almost anywhere in the United States 
and say. My name is Brian Weissman' and get respect and an 
automatic sense of camaraderie and friendship with people I 
don’t even know is very invaluable to me,” Weissman said. “It’s 
much more than I could ever have hoped for.” 
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“I used to have really bad 
nightmares of nuclear war... 
to the point where I would 
actually be throwing my body 
over the top of one of the 
missile silos so the missile 
couldn't come out. Not that I 
would stop it, but it was to 
that point where they were 
very vivid.... I could smell 
things— they were just really 
disturbing. But other than that, 
you know, it’s not every night 
that I have a nightmare. I’m 
not this dark, disturbed per¬ 
son.... Just a couple of anxi¬ 
eties, like everybody else.” 



B orn April 11, 1969, Scott Kirschner grew up in the town of Edgcwater 
Park, New Jersey. His father and three older brothers raised him after 
his mother passed away when he was three years old. His older brother 
Mark took Scott under his wing, reaching him how to play sports and “keeping 
me out of trouble.” Scott's family continued to look out for one another: 

When Scott was ten, he was diagnosed with aplastic anemia, a condition 
where his body was unable to make enough white blood cells to fight off infec¬ 
tion. “The only cure was to have a bone marrow transplant, and one of my 
brothers was able to he the donor,” says Scott, who spent about six months in 
the hospital. 

While all Scott’s friends went to the local high school, his father enrolled 
him at Burlington County Voc-Tech, a vocational school, to take up commer¬ 
cial art. “1 just thought I’d give it a try and ended up liking it,” Scott says. It 
was there that he studied with George Lesnak, an art teacher who became one 
of his lasting influences. “He was very strict,” says Scott, “but had a good sense 
of humor. With that combination, he was able to teach me that, with the 
proper work ethic [and] the right attitude, I could succeed in anything.” 

After graduating in 1987, he attended Hussian School of Art, in nearby 
Philadelphia, to study commercial art. There were no academic classes at Huss¬ 
ian_every class was geared toward advertising or illustration. Graduating with 

one of the best portfolios in his class, Scott was nominated for the gold medal 
awarded annually to the top portfolio in the city. 

Primarily an oil painter, Scott prefers “editorial” work (artwork for maga¬ 
zines and newspapers), and since graduating in 1991, his work has appeared in 
a number of publications, including The Welcomat (now The Philadelphia 
Weekly ), a popular paper in Philadelphia, where he lives. He connected with 
Wizards of the Coast almost by accident, at a comic-book convention, and his 
first work for the company appeared in Legends \ He has since illustrated for 
many other WotC products: Fallen Empires Vampire: The Eternal Struggle", 
EVERWAY", and Alliances His work will also appear in Mirage \ the Magic 
expansion due out this fall. In addition to his work for Wizards, Scott has 
recently completed card illustrations for the forthcoming Mythos , a TCG 
based on the fiction of H.P. Ixwccraft. 

Hist December, Scott married longtime girlfriend Nicole Lee, also an artist. 
Savs Scott, “I’ve been dating her for five years and living with her lor three of 
those years. I wanted to make sure we got along before we went and jumped 
into anything.” Scott treasures Nicoles support, saying she “not only helped me 
to see the final steps that needed to be taken to become a full-time illustrator, 
but at times actually carried me through them. And she remains to this day my 
most honest critic. 
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^ 1 rowing up I was always a jock. I was 
xJalways playing football. 1 played 
hockey constantly. I took karate for four 
years. But when I got out of school—I m 
sure every artist has been through this, where 
you're trying to do a freelance career and do 
this full-time job to pay the bills—you dont 
have any time to do anything.... Especially 
since EVKRWAY [Kirschner was assigned sev¬ 
enteen “Fortune Deck" cards for the 
game].... I disappeared for like three 


♦ ♦ ♦ 

I like making strong statements.... I did 
this whole series of sketches and ink 
drawings on sexual harassment. [In] one of 
my images, that dog with the speaker tied to 
his face, the person that is doing the harass¬ 
ing, I depicted as a dog. The speaker simply 


above: The Griffin, from 
Everway; right: Armor 
Thrall\ from Fallen Empires; 
below: The Hark 


‘I like making strong 
statements. I want 
to make striking 
images so people 
stop and want to ask 
what it is ” 


months. None of my friends saw me. And 

• 

when they finally saw me, they were like. 


‘Man, you lost weight!’ I was painting eigh¬ 


teen, nineteen hours a day on that thing.... 


♦ ♦ ♦ 

^r 


T did a small gallery show [in which] I did 


X a series of paintings of animals mixed 



with humans.... Basically rhe thinking 
behind The Elk’ [the poster in this issue] 
was if man wiped out nature, soon man 
would become bored and create man to he 
an animal and hunt him.... I did a couple of 
other pieces sort of like that.... 1 had one 
allied ‘The Elephant,’ and it’s this guy with a 
big piece of tubing coming up and hooking 
him in his face.... On my promotions stick¬ 
ers, I had a figure in the form of a rhino. In 
the figure’s hands are the rhinos tusks. That 
came out of that series of paintings. 






amplifies his words. I want to make striking 
images so people stop and want to ask what 
it is. Again, that way they’re asking, and 
then I'm offering information. I’m not up on 
a soapbox saying, ‘This is the way you 
should believe, and this is the way you 
should think.’ 


A lot of people are 
getting a hold of 
plutonium and selling it 
off to smaller countries. 
And these guys are mak¬ 
ing all this money selling 
plutonium, but...where 
are they going to spend 
this money when there’s 
nothing left around them? 
It’s just really silly.... 
There’s nothing wrong 
with being wealthy—1 just 
question people's methods 
of getting there. I think 
its horrendous whafs hap¬ 
pening to the rainforests. 
You know, they don’t real¬ 
ize what they’re doing.... 

I he more they destroy, 
the more they’re just 
killing themselves off. So I 
get all bottled up and 
angry about things, and 1 
release them wirh my 
drawing and painting." 





























I y mothers death] affects me more 

|_ 1 A now because IVe been getting 
older... . In your teenage years you sort of 
mov e away from your parents, and you re out 
with your friends and everything, and then as 
you get older, you sort of come back to your 
parents and start to appreciate everything 
they ve done for you. And I think now I miss 
her more now than I have ever in my life, hut 
it doesn'r affect me to the point of where I 
draw.... Sometimes I do feel cheated, but I 
don't let it get me angry or anything.... 


O ne [of my dream projects] would have 
to lx* getting on the cover of lime mag¬ 
azine, for one of their editorials_I know 

rhat's far off for me right now, but I would 
have to say as far as my editorial career goes, 
that would probably be the top job I could 
get. As far as fantasy work goes, I'd like to do 
some work for Omni magazine. 

♦ ♦ ♦ 

W hen 1 got into art school and into the 
city, there were so many distractions. 

I was finally a little bit away from home...and 
got a little taste of freedom. 

I didn’t take school as seriously as I 
should’ve. Discipline was a thing with me. It 
was a constant struggle until my junior year 
of college. That’s when I got really serious and 
said, 'Hey, I'm about a year away from getting 
out into the real world!... I’m not going to he 
a football player. I’m not going to be a hockey 
player. They're dreams. I didn’t travel down 
ihat road far enough to do those things.... 

I'm in art school.’ 

And also I wanted respect. You know, 
you’d put up work on the board to get cri¬ 
tiqued, and you wouldn’t be the best on the 
wall, I wanted to come in and have the best 
on the wall. 

So when I came in and started off my 
junior year, what I did was I went out and 
bought a bunch of suits and ries. I figured, 
‘Well, if I dress professional, it'll rub off on 
my personality.’ And it worked! It calmed me 
down, ’cause 1 couldn’t go out running 
around in thar type of clothing. 

About halfway through the year I ditched 
those clothes, but I still was able to maintain 
a serious level... 1 started to have a new 
change of attitude. I really got hungry to push 
myself.... I was constantly drawing and con¬ 
stantly doing whatever I could to get better, 
and 1 graduated with a portfolio rhat reflected 
my hard work, f V 




above: The Experiment 
left: Depravity, from 
Vampire: The Eternal 
Struggle— Ancient Hearts 

“ I get all bottled 
up and angry 
about things, 
and I release 
them with my 
drawing and 
painting.” 
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N EW YORK CITY —Michael Loconto knows all about 
skill and luck. The 27-year-old social worker and 
mental health counselor from Grafton, Massachusetts, 
has been around long enough to know that sometimes skill 
alone isn't enough. “[But] once in a while I get lucky at things, 
and this is one of those times,’' he said. 

And what a time to get lucky. The occasion was the first 
Magic: The Gathering' Pro¬ 
fessional Tournament, held 
er Presidents' Day weekend 
in New York City. At stake 
^ as a $60,000 purse—the 
most money ever offered at a 
Magic tournament. From Feb. 

’6-18, this prize, and the 
intense competition around it, 
made the Puck Building in 
Soho the hub of the competi¬ 
tive Magic world. 

After two days of top- 
notch play, Loconto, along 
with 1994 French National 
Champion Bertrand Lestree, 
emerged as the two finalists 
from what was arguably the 
best field of Magic talent ever 
assembled—over 340 players 
from across the United States 
and around the world. 

Despite early setbacks, 

Loconto, playing a control- 
oriented Millstone deck 
gainst Lestrees creature-based 
white/green deck, was able to 
tie up the best-of-three cham¬ 
pionship match at 1-1. But 
late in the third game, it 
L>oked like Lady Luck had left 
Loconto s side. With the game 
score 21-4 in favor of Lestrde, 
die Frenchman successfully 
cast Armageddon, leaving a 
5/5 Whirling Derv ish staring I.x>conto in the face. With noth¬ 
ing to block the Dervish, no mana available, only 4 life, and 
the championship on the line, Loconto drew the only card that 
could save him: Swords to Plowshares. With a Plains in his 
hand, Loconto was able to remove the Dervish and hang on to 
run Lestree out of cards, winning the match. 

"That [Swords to Plowshares] was sheer luck,’ Loconto 
admitted. “If it hadn’t been there, I was dead and he was cham¬ 
pion. [With] Magic, there’s a lot of strategy involved, but 
there’s a lot of luck, too. That game proved that. 

But, they say, good luck is the residue of good design, and 
Locontos deck was solid. Loconto played a white/blue Mill¬ 
stone deck with only four Counterspells—no Power Sinks or 
Spell Blasts—but plenty of Wrath of Gods, Disenchants, and 
Swords to Plowshares. Loconto always reserved one of the 


Counterspells specifically to prevent an opponent from cast¬ 
ing Feldon’s Cane. u With my deck—which is different from a 
lot of decks—I let my opponents get out whatever they want, 
and I bust it up later. That’s the whole idea of the deck." 

The tournament was a Type II format with an extra 
requirement: players had to have a minimum of five cards 
from each of the available sets and expansions (Fourth 

Edition lw , Chronicles 
Fallen Empires '“, Ice Age™, 
and Homelands '*) in their 
deck and sideboard. Seven 
rounds of best-of-three, 
Swiss-style competition whit¬ 
tled the opening field of 239 
players in the Seniors divi¬ 
sion to just 16 finalists. 

While white/blue control 
decks and all-black speed 
decks—including some 
Necropotence decks—were 
popular, the favorite was a 
white/green Ernham Djinn- 
Armageddon deck. Eleven 
of the final sixteen decks 
included white. land Tax, 
no longer kept in check by 
Black Vise, figured promi¬ 
nently at the tournament. 

(For a description of the win - 
tiing decks, see next page.) 

Though Swords to Plow¬ 
shares won Loconto the 
championship, it was Ser¬ 
rated Arrows—a Homelands 
card a friend convinced him 
to add to his deck—that 
won him the tournament. 

“I originally had Memory 
Lapse in there instead, and I 
took them out right before 
[the tournament]," he said. 
Serrated Arrows (tap to 
put -1/-1 counter on target creature) helped Loconto handle 
weenie decks, Armageddon decks, and certainly helped him 
past Lestree. 

T hings didn’t look too good for Loconto after the open¬ 
ing match, however. Though he took control of the 
game early, shutting down almost everything the 
Frenchman tried to do, he made a crucial mistake midway in 
the game: he tapped I .estree's Forest with his Icy Manipulator, 
instead of tapping his opponents only Plains. Lestree seized the 
opportunity to cast Balance, and sacrificed all his lands to his 
Zuran Orb. “I made a rookie mistake," Loconto admitted. 
Lestree was then able to amass a small army of creatures, win¬ 
ning the game with less than five cards left in his library. 

The second game featured more of the same: Lestree got out 
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loconto (far right) outlawed I cttrcc (far left* in the final*. 

Michael Loconto upsets 
Bertrand Lestree to win first 
Magic Pro Tournament 
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creatures and tried to protect them and deal damage, while 
Loconto eliminated them by various means and tried to hang 
on. Ixstree finally ran out of cards, but he had Loconto down 
to only 4 life. 

Ixstree was running a white/green deck 
with Armageddon, Balance, Land lax, Syl¬ 
van Library, and Zuran Orb, along with 
plenty of Disenchants and Swords to 
Plowshares. Once Lestree was able to clear 
the board, Ernham Djinns, Spectral Bears, 

Orders of Leitbur, and a Serra Angel usu¬ 
ally delivered the knockout blows. 

However, Lestree made a critical error 
by omitting Feldons Cane from his deck 
and sideboard, leaving him unable to recy¬ 
cle his graveyard. “When you play Feldons 
Cane, trouble is your opponent is playing 
Millstone, right?” Lestree said. “But if 
your opponent Millstones your Feldons Cane—that’s the end 
of the Cane. Against 70 percent of decks, there is no use for it.” 
But he admitted it was probably a mistake to leave it out of his 
sideboard. “To tell you the truth, I built this deck in twenty 
minutes at two o’clock the day before the tournament,” he said. 
“I didn’t think about it.” 

The intense competition wasn’t the only thing that kept the 
players up late. A snowstorm the day before delayed the start of 
the tournament for over three hours, forcing players to play 
well past midnight on Saturday and come back early the next 
morning to finish the final qualifying rounds. 


Originally, the championship match was scheduled as a 
best-of-five affair, but by the time the second game ended at 
8:40 p.m., both Loconto and Lestree had been playing almost 
continuously for thirteen hours. In a 
show of g<x)d sportsmanship, the two 
players agreed to split rhe prize money 
evenly and played a third game for the 
championship title. The split meant each 
player took home $8,500, instead of the 
original $12,000/$5,000 split listed for 
first and second place. 

Agreeing to an equal share of the prize 
money wasn’t a problem for Ixxonto. 
Lestree had handed Loconto his sole loss 
of rhe tournament, 2-1, in the second 
round of the qualifiers. “He [lxstrce] 
has a great deck, and 1 had my doubts 
whether I could take him or nor,” he 
said. “First thing when they said split [the money], 1 said. 

‘No problem.’” 

The split was perhaps just as well for Lestree. The Lon¬ 
don, England, resident looked absolutely exhausted by the 
end of the hour-plus second game. Lestrdes deliberate, 
cerebral playing style, combined with lack of rest and the 
length of the games, took its toll on his mental and physi¬ 
cal stamina. “I’ve been playing rwelve hours, 1 played yes¬ 
terday all the day, I only slept four ro five hours, plus I 
have my trip from London—I can hardly stand up,” he 
said afterward. 



Eventual 
Junior 
division 
champ Tatomer came 
from behind to win... 



Shawn ’'Hammer'* Regnier 

(Quarter-Finalist) 

Regnier played a blue/white Milt- 
stone deck named “Old ’85" 

(after the 1985 Chicago Bears). 
The deck is designed to take 
control of the game with counter¬ 
spells and then keep the oppo¬ 
nent from doing much of 
anything while running him or her 
out of cards. If that doesn’t work, 
Hammer can fall back on 
Mishra’s Factories for a bit of 
damage. The deck has no real 
key cards, and Hammer laughs 
at the Jester’s Cap: “When I get 
Capped, that’s when I win,” he 
says. He cautions, though, that 
this sort of deck won’t work for 
everyone. “You’ve got to know 
what your deck will do. You’ve 
got to play the deck. Don’t waste 
anything. Just wait, and wait, and 
wait, and wait for a mistake. First 
mistake loses, that’s it.” 


George H. Baxter 

(Quarter-Finalist) 

Baxter calls his creature-heavy 
black/red/green deck “The House 
of Pain II” but says his friends in 
California call it “The Good Stuff 
Deck”—“’cause it’s got lots of 
good stuff.” His strategy, espe¬ 
cially against players with mass- 
destruction spells like Pyroclasm 
and Wrath of God, is to play one 
creature at a time. This forces his 
opponents to deal with each 
creature individually. “They have 
reactive cards. I have active 
cards. Eventually, my active 
cards will overcome their reactive 
cards. Y’know, they won’t have a 
Bolt at the right time. Creatures 
get to hit them a few times, so I’ll 
net the better deal.” The key 
cards are his “eight knights” 
(Knights of Stromgald, Orders of 
the Ebon Hand), Hypnotic 
Specters, and Hymn to Tourach. 


Eric Tam 

(Quarter-Finalbt) 

Tam played a white/red/green 
deck. “All of my decks basically 
have a weird mix of damage from 
various sources.” The deck’s 
objective is to “stop the oppo¬ 
nent by removing or negating 
their permanents long enough to 
play a creature or to deal dam¬ 
age with Stormbind or with, say, 
Incinerate or Lightning Bolt.” 
Though Tam says the deck has 
no key cards, he spoke enthusi¬ 
astically about icatian Town. “I 
like the fact that you get a huge 
card advantage. I’ve seen people 
Bolt one, and then block one, 
and then.... In this tournament I 
finished off about six players with 
it.” Stormbind is also one of his 
favorites. 

Mark Justice 

( Quarter-Finalist) 

Justice’s deck had three colors 
(red, green, and white), but it 
centered around artifacts. Jus¬ 
tice’s strategy was usually to tap 
the opponent’s mana sources 
with Icy Manipulators and keep 
most of the lands tapped with 


Winter Orb, destroying anything 
the opponent got into play and 
eventually running him or her out 
of cards. “The basic design of 
the deck was to lock down an 
opponent. It had a couple differ¬ 
ent ways to win. It could hit you 
with direct damage, which was 
just a side thing and almost only 
against a blue-white player who 
did not have a whole lot of crea¬ 
tures to take off. The primary 
focus of the deck was to deck 
you. and that’s what 90 percent 
of the wins were—by running the 
opponent out of cards." 

Leon l ine!back 

(Semi-Finalist) 

Unlike most of the players in this 
tournament, Lindb&ck used no 
white. His all-black deck relied 
on Necropotence as the key 
card. “The thing with this deck 
[is] it’s a really fast deck with a lot 
of direct damage. The thing is to 
gain many cards.” By using Drain 
Life, Ivory Tower, and Zuran Orb 
Lindback was able to gain 
enough life to power Necropo¬ 
tence, drawing a lot of cards 
quickly and pounding opponents 
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... while 


A lthough there was no splitting the prize money in the 

Junior division, the final Juniors match held its share of 
.drama as well. The finals of the 18-and-under division 
pitted Aaron Kline and Graham Tatomer 
against each other. Kline, playing a white 
weenie deck variant, was able to take a 2-1 
lead over Tatomer, who was running an 
all-black Necropotence deck. But Klines 
luck ran out and Tatomer hit a string of 
fortuitous draws, allowing him to come 
from behind and win the next two 
games—and the match. There were times 
when Kline would get out a Karma and it 
looked like he would win, only to have 
i.iromer draw a Zuran Orb and sacrifice 
all of his swamps. “1 got the [Nevinyrrals] 

Disk and the Zuran Orb at the right 
nme/' the winner recalled. 

Tatomer said he hopes to apply the $12,000 first-prize schol¬ 
arship toward tuition at Stanford or one of the University of 
( alifornia schools. A Santa Barbara, CA, resident, Tatomer cred¬ 
ited his success to the high level of play in the Santa Barbara area. 

The prize money, as well as the prospect of top-notch com¬ 
petition, attracted most of the rop players and names in Magic 
from across the world. Competitors came from all over the 
United States, as well as from Japan, Switzerland, France, Swe¬ 
den, Italy, Germany, and Australia. 

While some of the top finishers were highly ranked Duelists’ 
Convocation members, many of the pre-tournament favorites 




champ 

Justice f altered in the 
quarterfinals. 


didn’t fare too well. Current Magic World Champion Alexander 
Blumke just missed the cutoff for the final round of sixteen, 
while ’95 World semifinalist Henry Stern and ’95 World cham¬ 
pionship runner-up Marc Hernandez were 
eliminated from contention early. The 
1994 World Champion, Zak Dolan, 
ranked 50th. 

Mark Justice, the reigning U.S. cham¬ 
pion and one of the top contenders, rolled 
through the qualifying round undefeated 
in match play, as did Dallas resident 
George H. Baxter, while Canadian cham¬ 
pion Eric Tam made it through with just 
one loss. Justice, however, was upset by 
Preston Poulter of Irvine, CA, 2-1 in the 
quarterfinals. 

The Pro Tour win is Loconto’s first 
major-tournament victory. As for Lestrde, 
his championship-round loss marked the second time he has 
been runner-up in a major tournament, and the third time a 
French player has lost in the finals. In 1994, Lestree lost to 
Dolan in the finals of the World Championship, and country¬ 
man Hernandez lost to Blumke last year. But Lestree didn’t 
seem to mind. “1 trust one day 1 will he the first,” he said. 

Loconto, Lestree, and the other top sixty-four finishers will 
all get anorher chance at the next Pro Tour tournament, to be 
held May 3-5 in Long Beach, CA. The event will have the 
biggest purse ever for a Magic tournament: a whopping 
$ 130,000 between the two divisions. 


with creatures and Hymn to 
Tourach. “When [you’ve] got 
maybe four or five mana in the 
middle of the game, you realty 
roll over the rest.” It has trouble 
against white weenie decks, 
however. 

Preston Poulter 

Srmi Finalist) 

Dubbed “Lily White,” Pouiter’s 
green/white deck rides the line 
between speed and control. “Our 
little Magic community in Los 
Angeles breaks decks up into 
two types—‘speed decks’ are 
out to kill you, ‘control decks’ 
establish control of the game. 

The original conception was that 
it would be a control deck.” The 
goal was to get out an Autumn 
Willow and then Armageddon. 

But as Poulter continued refining 
the deck, making it competitive 
with the speed decks, it got 
faster and faster. “I’ve never got¬ 
ten the lock in a tournament, but 
I’ve killed a lot of people with 
Elvish Archers.” Poulter expected 
to see a lot of black in this tour¬ 
nament, so his sideboard 
focused on beating black decks. 


“I beat four black decks to get 
here, so that might not have 
been a bad strategy.” 

Bertrand Lestree 
(Senior Finalist) 

Lestree used his green/white 
deck to win by eliminating oppo¬ 
nents’ permanents with white 
and then bringing out a powerful 
creature for the kill. He made 
good use of the Sylvan 
Library-Land Tax combination, 
shuffling his library every turn 
that his opponent had more land 
to access three new cards with 
the Sylvan Library. “It’s quite a 
basic deck. There’s really no 
things complicated [in] this deck. 
The only thing is, there [are] sev¬ 
eral cards which are powerful 
themselves, and...the combina¬ 
tion [is] really, really powerful.” 
Besides the Sylvan Library and 
Land Tax, Lestree considered 
Zuran Orb, Balance, and 
Armageddon to be the key cards. 

Michael Loconto 

(Champion) 

Loconto summed up the strategy 
of his blue/white deck very simply: 


“Mill people.” When asked to 
expand on that a bit, he added, 
“Just kinda play long, slow 
games—control." Unlike typical 
permission decks. Loconto’s 
deck used only Counterspells— 
no Power Sinks or Spell Blasts— 
relying instead on his white spells 
to remove many threats after the 
fact, “it only had four counters, 
so I let people do what they want 
to do. They can do whatever they 
want, and then I’ll just take care 
of it later with Wrath of Gods or 
Swords [to Plowshares]." The 
strategy paid off against many 
decks that used land destruction, 
making it difficult for him to keep 
two blue mana available. 

Aaron Kline 

(Junior Finalist) 

Kline played a pure white, crea¬ 
ture-heavy deck, but not the typi¬ 
cal “white weenie”—an 
occasional Serra Angel or Blink¬ 
ing Spirit supplemented the 
smaller creatures, and he had no 
Crusades. “Most of the strategy 
is I have a lot of creatures, like 
around twenty-four, so it’s more 
or less every time you Bolt a 


creature or Plow it I put out 
another one, keeping creatures in 
my hand in case anything hap¬ 
pens like a Disk or a Jokulhaups. 
Basically it’s quick damage—I kill 
people very fast.” 

Graham Tatomer 

(Junior Champion ) 

Tatomer used Necropotence in 
his pure-black deck to draw a lot 
of cards, along with Demonic 
Consultation when necessary to 
get the cards he needed. With 
Specters and Hymns to strip 
opponents’ hands and leequakes 
and Strip Mines for land destruc¬ 
tion, his opponents were often 
stopped cold while his creatures 
tore them to bits, “ft’s an all¬ 
black deck with Demonic Con¬ 
sultation and Hymn to Tourachs, 
mainiy just Demonic Consultation 
for a Hymn to Tourach. And also 
it's a...Necropotence deck. 

Unlike other black decks it 
doesn’t have four Racks. I don’t 
think those are really needed 
anymore." 

—Beth Moursund 
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72 hours.in 
New York 




Editors note: We asked 1 995 U.S. 
Champion Mark Justice to keep a 
journal for us during his prepara¬ 
tions for and trip to New York City 
for the first Magic: The Gather¬ 
ing Professional Tournament. 


A tale of no sleep, bad weather, worse food, big money, 
nd three days of the most intense Magic competition in 
history: One player’s story. 


by Mark Justice 


agic m as a professional sport? Multiple tournaments a year in which the best 
Magic players in the world meet for cash prizes? These were the first two 
questions that ran through my head when Mark Rosewater called me up 
ly December to tell me about the Magic Professional Tour. He informed me 
there would be six tournaments throughout the year and that cash prizes would 
L ise from the first tournament. He told me that Wizards was going to invite the 
bt plavenNijjpm the World Championships last year and asked me if I would 
fie to attend. After reflecting on that question for a total of three seconds, I 
!pn my preparat ion. The following is a brief synopsis of my journey to New York. 

“What a geek/’ I thought. I have now 
become that geek. 

After running several tournaments, I 
determine what I feel are my strongest 
contenders: a mono blue deck based on 
creatures and protection; a mono black 
deck with the traditional Hymns and 
Knights; a white weenie deck—enough 
said; a standard blue/white deck with 
all of the normal items; a land manipu¬ 
lation deck with Winter Orbs and Icy 
Manipulators; a red/blue deck which 
originally was designed to win games 
and later became a do-nothing deck. 

1 talk with Scott Burke several time's 
over this timespan to get a feel for what 
people are playing. Mono black and 
green/white decks were two that come 
up in our conversations as decks that 
will probably be used. 1 understand the 
strength of mono black, but through 
the testing I had with myself, I feel that 
if someone is going to use the 
Armageddon concept, the strongest 
deck will be the white weenie because 
there would be less mana trouble. 
With these six decks in mind, 1 head 
for New York. 


Type If set required in your deck or side¬ 
board. Most importantly, I hear that 
Mind Twist has been banned and Black 
Vise restricted to one per deck. (I believe 
I smiled for a straight week after realiz.- 
ing I would never lose another game to 
Mind Twist.) As happy as that makes 
me, the real story for the tournament is 
the rest riction of the Vise. I try to think 
of the impact it will have on deck con¬ 
struction: blue/white decks would be 
back, while land destruction would effec¬ 
tively be eliminated by the use of Land 
fax. Off to playtest. 

Jan uary—February 15 

I playtest a little differently for each 
major tournament, and this is no excep¬ 
tion. For this tournament, I initially con¬ 
struct sixteen decks to play in my own 
little tournament. I randomly bracket 
each of the sixteen decks and play them 
against each other. 

1 specifically remember a point in my 
life when I saw an individual playing 
chess against himself and laughed. 
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February 13, 4.-07 PM. 

] used ro think I had a fear of planes hut 
later realized it was simply a fear of 
crashing. There is no one sitting beside 
me on the plane, so I lay out my cards 
and build a Type 1 deck, since there are 
sure to be several ante games going on 
this weekend. I remind myself to get 
some sleep as it seems I always forget to 
do that during conventions. 

February 16, 12:03 AM. 

I arrive at the Holiday Inn in downtown 
Manhattan to find a host of Magic play¬ 
ers in the lobby. 1 see Jack, who lives in 
nearby Idaho, and talk with him for a 
bit. After the small talk, 1 get to the heart 
of the matter: Are there any ante games 
going on? Coming from the conservative 
state of Utah, I don’t get the opportunity 
to play many games for ante, so 1 have to 
take advantage of the situation. 

1 end up playing until 3:30 A.M. and 
retire to my room. Wizards roomed me 
with Henry Stern (runner-up at 1995 
U.S Nationals), and we end up talking 
about the state of the game and other 
odds and ends until about 5 A.M. We had 
just been told that we have to go on a 
publicity interview at 8:00 that morning. 

I end up getting two hours of sleep. 

February 16, 8:00 AM. 

Only four of the ten invited guests are 
gullible enough to get up this early to do 
the interview: myself, Henry, Mu Luen 
Wang, and 1995 World Champion 
Alexander Blumke. During the course 
of the interview, we get to enjoy New 
York's subway system and see the Statue 
of Liberty. 

The most interesting part of the 
entire morning, however, is the sealed 
deck draft Henry and I play. We had 
both heard the next tournament is some 
form of booster draft and one of us has a 
sealed deck, so we decide to give it a try'. 
We flip a coin to see who will go first 
and I win. We open up the deck and it is 
obvious that I am going to win, as lying 
in the third uncommon slot is a Serra 
Angel. We play the best-of-five series out, 
but our initial instincts were right, as the 
Serra ends up dominating the games. 

Talking with Henry, 1 get the feeling 
that he's leaning toward blue/ white for 
the tournament the next day. If you ask 
him to describe his deck, he says, “It docs 


nothing.” When is your deck happiest? 
“When it does nothing.” Henry understands 
the true nature of the blue/white deck. 

February 16, 2ffl) PM. 

Meet up with the “California Crew” 
(Henry, Mark Chalice, Mario Robaina, 
and others from L.A.) for lunch at an 
Italian restaurant. The food is horrible 
and the weather is getting worse. (I 
would not object to holding February 
tournaments in southern Florida.) 

Theres a lot of small talk, but not a 
whole lot on specific deck design. The 
one thing I have noticed at all of the 
large tournaments is the lack of discus¬ 
sion of any deck players might actually 
play. Mark Chalice is playing a red/white 
Jester s Cap deck at the table, which 
probably means that he has no intentions 
of playing it the next day. 

February 16, 4:30 PM. 

Time to get down to playtesting. Bren- 
don Herzog, a competitor in the Junior 
division, and I play a few games to get a 
feel for some of the decks. It's one thing 
ro play against yourself, but live competi¬ 
tion is definitely a step above. 

I do not like the feeling of the mono 
black and white decks. The blue/red deck 
has mutated into something barely recog¬ 
nizable, and the mono blue deck cannot 
keep up with the mono black, a deck I 
feel I will see plenty of tomorrow. That 
leaves me with blue/white or red/white 
Winter Orb. I need a break to think 
about it and the “California Crew” is 
going out to dinner, so 1 join them. It 
would be the last playtesting I would get. 

February 16, 9K)0 PM. 

A state-of-the-game conversation is held 
at our table, where a wide variety of top¬ 


ics are discussed. Should land lax be 
restricted? Mixed reactions. Was Chroni¬ 
cle f bad for the overall market? Yes. Will 
the Pro Tournament be a success? An 
obvious yes. Will blue/white dominate 
the field? No, except for a few of us who 
long for a return of blue/white domi¬ 
nance. Should Fallen Umpires " fall off the 
Type II list? Yes, except for a few Hymn 
to Tourach believers. Overall, it is a fasci¬ 
nating conversation and I leave the table 
with a gcx)d feeling of where the game is 
heading. The food was really bad, 
though. 

February 16, 11:00 PM. 

I consider myself a rational, logical, and 
somewhat intelligent individual. The cor¬ 
rect thing to do at this point would be to 
narrow down a deck and do the final 
tunings. I am a moron, however, and I 
play sealed deck for ante until about 6 A.M. 

February 17, 9.-00 AM. 

The day of any tournament gives me a 
severe adrenaline rush when I get up. 1 
bounce off several walls, jump on the 
bed, and generally act like a ten-year-old 
kid on vacation. I w’ant to play 
blue/white, but my instincts tell me ro 
play the Winter Orb deck. 

Scott Burke is in our room and has 
decided to go mono black, and 1 lenry is 
playing blue/white. Because of snow, the 
tournament has been delayed a few 
hours, which gives us a little extra sleep. 

When we get to the tournament site, 
there's a feeling of magic in the air. (Thar 
pun is so bad!) I run into Mike Long and 
Peter Lehrer from last year’s Team 
U.S.A., and several other people I haven't 
seen for a long time. The moment then 
arrives: first-round pairings. No matter 
how much one prepares, there is always a 
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feeling of uneasiness before the start of a 
game. Weil done the math and knew 
that you had to go 6-1 to break into the 
final sixteen the next day, so there is little 
room for error. 

My first match-up is against a tradi¬ 
tional blue/white deck, which I handle 
fairly easily. The second round is against 
Ivan Curina, the Italian National Cham¬ 
pion who I remember from Worlds last 
year. Hes playing the deck of the tourna¬ 
ment: a green/white Armageddon deck 
which has as its base Erhnam Djinn, 
land lax. Sylvan Library, Lellwar Stone, 
Autumn Willow, and Elves. I m fortunate 
enough to win the match, but its not a 
decisive win. The third round is against a 
red/white deck with a fairly heavy crea¬ 
ture base, which doesn’t give my deck 
many problems. Fourth round is against 
a blue/white Jesters Cap deck that even¬ 
tually went on to the final sixteen. 1 his 
deck is scars', but I am able to overcome 
it, including a game in which I am 
Capped three times. 

In between the rounds there is an area 
for participants and spectators to meet 
and relax. After the fourth round, I start 
to sense which decks are doing well and 
which ones aren’t. Four of the CCaliforn¬ 
ian mono black decks are 3-1, while 
1 lenrv has lost two and is effectively 
eliminated. The past two World (Tam¬ 
pions arc 3-1, but other noticeable 
Magic names, such as Marc Hernandez 
and Chip I fogan, have lost two early and 
are playing to get into the top sixty-four. 

Round five is against Matt Place, a 
Duelists' Convocation Fop 25 player 
from last year. The level of competition 
at this tournament is unprecedented. No 
tournament I have ever played in has 
ever come close. I hang on to win game 
one and sneak by in game two to win the 
match, but Matt impresses me with his 
game play, as he seems to know how to 
beat my deck. I am feeling very confi¬ 
dent, as I have not lost games one or two 
of any match so far. 

A round six win for me means auto¬ 
matic entry into the round of sixteen. I 
am matched up against a green/white 
Armageddon deck for this round. After 
splitting the first rwo games, we have a 
marathon game for game three. It lasts 
well over an hour, and I finally win by 
deck exhaustion. It is roughly 1:30 A.M. 


and I know I need a little sleep, but I m 
also starving, so the California Crew and 
a few of us go to eat . After another bad 
meal, I end up with three hours of sleep, 
as the tournament resumes at 8:00 A.M. 
the next morning. 

February 18, 8M) AJH. 

Tensions are high, as people are not just 
playing to get into the top sixteen, but to 
get into the top sixty-four and qualify for 
rhe next Pro Tournament. I am matched 
up with Eric Tam, an excellent player, 
who is playing a version of the green/ 
white deck, but wit h a splash of red. 

We both know were in, and our 
game play shows it. Our match is very 
sloppy, with several mistakes on both 
sides. I end up winning, but it isn't a 
match to write home about. T he games 
were quick, so I was able to go outside 
and find out who made the top sixteen. 
George Baxter (of book fame) and myself 
go in ar 7-0. Other names I recognize in 
the final sixteen are Bruce Swiney from 
the Nationals, Andre Redi (a quarterfi- 
nalist from the Worlds), and the u infa¬ 
mous" Bertrand Ixstree. Scott Burke and 
Joel Unger had just missed out at 5—2, as 
had Zak Dolan and Alexander Blumke. 
Henry made a good showing after falling 
early and qualified for hong Beach. 

These are some serious ante games 
coming up, and 1 do a quick evaluation 
of the games 1 have played so far. All 
seven had two things in common: they 
all had Lellwar Stones, and they all used 
Land Tax. 

My next match is against Bruce 
Swiney. He's playing a black deck with 
red as a supplement. I drop the first 
game but hold on to win the next two, 
hut my fabled luck ends there. 

In the next round, 1 play Preston 
Poulter, who sports the green/white 
Armageddon deck which I have beaten 
three times already, bur there wouldn't be 
a fourth time. I win the first game, but 
drop the next two. 

I take a five-hour nap and come hack 
to watch the finals, which have Bertrand 
(with a green/white Armageddon deck) 
playing an individual 1 had never seen 
before, running a blue/white Millstone 
deck. I he finals end up being anticlimac- 
tic because the two decide to split the 
prize money. The theory that a 


blue/white deck is happiest when it is 
doing nothing would apply to this 
match. Bertrand seems a little hesitant 
and play's the Land Tax game with the 
Millstone deck far too much. He loses 
2-1 by card exhaustion both times. 

Overall, almost everyone agreed that 
the Professional Tournament was a huge 
success. It was a competitive, enjoyable 
weekend. I want to hand out a few awards: 

Deck of the Tournament: 
Green/'white Armageddon deck 

Card of the Tournament: 

Land Tax 

Player of the Tournament: 

George Baxter (excellent record before 
losing in quarterfinals) 
Newcomer of the Tournament: 

Michael Loconto (with a 
close second to George Baxter) 
Story of the Weekend: 

Bertrand losing in the finals 
Overrated Card of the Weekend: 

Hymn to Tourach (didn't do much 

I’ll see you next at long Beach. 

Mark Justice owns and operates Baseball 
Cards America , a comic book and card 
shop in Salt hike 
City, Utah. 
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WIZARDS muni 


To receive any four items from The Wizards Menu™ for only 
$29.95 (shipping included ; international orders add $5.00 US), mark your 
choices below, fill out your order information , or mail a photo¬ 
copy of this page to Iguana's. As an added bonus, if you order 
now, receive a fifth choice from the menu absolutely FREE. 


I Ul 

10 Beta commons 

n 22 . 

2 Chronicles " packs 

I □ 2 . 

Scrye counter 

023. 

10 Alpha commons 

■ 0 3. 

1 Italian Dark" pack 

□ 24. 

1 French Magic pack 

□ 4. 

1 Arabian Nights' uncommon 

fa 25. 

3 Star Wars rares 

1 G 5. 

1 Alpha uncommons 

□ 26. 

2 Dark uncommons 

I Ub. 

Star Wars Limited starter 

□ 27. 

15 Beta lands 

I 0 7. 

Ten Legends' commons 

□ 28. 

2 Fourth Edition packs 

I □ 8. 

Arena k Sewars of Estark 

□ 29. 

Iguana's T-shirt (avail, in i & \L 

0 9. 

4 Homelands * packs 

- □ 30. 

10 Dark commons 

□ 10. 

2 Star Wars Limited packs 

□ 31. 

75 commons (mixed sets) 

I Dll. 

1 Legends expan. uncom. 

□ 31 

12 Ice Age uncommons 

I 012 

10 Antiquities * commons 

□ 33. 

5 Magic rams (our choice) 

Ida 

4 Fourth Edition ' rares 

□ 34. 

1 Antiquities uncommons 

1 14 

12 uncommons (mixed sets) 

□ 35. 

Magic Surprise 

115. 

2 Ice Age' boosters 


—SI 0.00 or greater value 

I □ 16. 

12 Fourth Ed. uncommons 

□ 36. 

1 Middle-earth booster 

□ 17. 

I ife beads with bag 

□ 37. 

1 discontinued Magic rare 

□MS. 
I □ 19. 

I 20. 

7 Fallen Empires packs 

n 38. 

Gaming Surprise 

—SliUK' or greater value 

1 German Magic ’ pack 

4 Ice Age rares 

□ 39. 

l Spanish Magic pack 


sleeves (counts as two choices) 


I PI .ih' order by number. Each item may be picked only once per order. Iguana s 
j >elects all canh contained in the menu s single-card, multi-card, and surprise 
I assortments. Item MO counts as tzvo choices. 


Method w mwsi □ Visa O MC □ Discover □ Check Mom-y order 


iGrv^’9 Co/*iC i 

123 N. Linn St., #1-A • Iowa City, IA 52245 
Phone: (319) 338-0086 

Monday-Saturday 11-6 CST • Sunday 1—4 CST 
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(319) 338-0086 
Fax(319) 338-1663 


Visit IGUANA’S web page 

http://wm.iguanas-ebc.com 
Email: cards@iguanas-cbe.com 


WE CARRY 



All out-of-print Magic: Alpha, Beta, Unlimited" 4 , 
Revised, Fourth Edition, Arabian Nights®, 
Antiquities, The Dark, Legends, Ice Age, 
Fallen Empires, and Homelands. 


The #2 source for kia 

singles, packs, and boxes, including all the hard-to-find 
character cards. 

We also carry singles for Star Wars, 
Middle-earth, Wildstorms “, Star Trek?, 
OverPower ”, and many more. 

Call today for all your single card needs. 

Iguana's spends thousands weekly on out-of-print 
Magic boxes and singles. Overnight funds available for 
quality collections. Fax us a list of your collection today. 

Our Magic card catalog is the standard used 
worldwide. Write today for your free catalog and join 
over 15,000 collectors and retailers who use and trust 
Iguana's as the industry leader. 

Pre-order all upcoming collectable card games from 
Iguana's and save up to 25% off retail! 

Call for best prices now on these great games. 


OVER 250,000 CARDS IN STOCK 


We accept Visa, MasterCard, Discover, 
checks, and money orders. 

Most orders are shipped same day. 

We ship anywhere in the world. 

We buy complete collections and 
out-of-print cards and boxes. 

No cancellations accepted on pre-orders. 


Visrr our 1,500-square-foot megastore just 
MINUTES OFF 1-80. 
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The Immortal Words of 
Shawn F. Carnes, Esq . 


Greetings , immortal ones. It is time once again to step 
into the realm of the Eternal Struggle. I have gathered 
the information that has filtered in to me from the front 
lines ofV:TES play and the shadowy back rooms of 
game development. So hold on for the latest in gossip 
and inside information! 

The Latest Whispers 

ome of you may think that organized play for Vam¬ 
pire: The Eternal Struggle k ' has been virtually 
ignored; however, the Ancient Ones at Wizards of the 
Coast are planning something very special for V:TES 
tournament players. How about a V: 1 ES World Champi¬ 
onship, for starters? Thats right, the WTES team is beginning 
preliminary planning for a Vampire: The Eternal Struggle 
World Championship event. The date hasn’t been set, but the 
team is thinking about a time of the year when vampires and 
the like are often on the prowl. (Halloween, perhaps?) Wizards 
wants to make this a top-notch event and will be putting con¬ 
siderable effort into it. Look for more definite details later. 

In addition, the R&D Methuselahs at Wizards have 
begun to develop more tournament formats for WITS to 
add to those currently available through the Duelists’ Convo¬ 
cation, These formats are designed to diversify and improve 
competitive play of WITS. When we have more solid 
details. I’ll let you know. And don’t forget that you can 
always send me your favorite ways to play WITS so I can 
include them in this column! 

The Brujah Go to School? 

layers of Dark Sovereigns" have been asking why the 
Brujah have Oxford University as a unique location. 
After all, they argue, the Brujah represent anarchy 
within the World of Darkness' , and their causes are 
those which go against the governing powers. The Brujah are 
indeed some of the more violent vampires in the game. (Any¬ 
one on t he receiving end of a Fists of Death-Blur combo can 
tell you that.) If that’s the case, why would they waste their 
time with a university when they could be kickin’ butt and 
rakin’ names? 






The stereotype of the punk, anarchic Brujah is based on tlu 
American part of the clan. But the European Brujah, which 
Dark Sovereigns portrays, are much different from their Ameri¬ 
can cousins, as the European Kindred would he the first ro tell 
you. I he Brujah have a tradition of scholarship that can be 
traced to before the formation of the Camarilla. T he members 
of the Brujah were the greatest of scholars and philosophers, 
though time has turned them away from learning and towards 
anarchy. Now, while the American Brujah revel in chaos, the 
European Brujah strive to regain their older traditions. In 
Europe, the Brujah use the universities as a proving ground for 
their clan. 1 his is the main reason why the Brujah would have 
a university, especially one as august as Oxford University. 

Death on the Nile 

f Dark Sovereign whetted your appetite for WITS 
expansions, t hen get ready for Ancient Hearts. The sec¬ 
ond V: I ES expansion, set in ancient Egypt, is due out 
early this summer. And if you bump into a gorgeous, 

6 0 goth woman with purple dread locks in your local retail 
store, don’t be surprised: shes part of the Ancient Hearts: 
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Cairo After Dark contest, which we hope will get everyone 
| n (he right mood for the set s release. Check out this column 
nf xt issue lor information on how you can win some cool 
prizes in this tragically hip contest! 

The Sabbat Crusade is Coming-.. 

he rumors are true: the Sabbat is coming to take 
on the Camarilla. Work on this stand-alone set 
lor YVI ES has begun, and its looking very sharp, 
l ike Ice Age '* (the stand-alone set lor Magic: The 
Gathering ), The Sabbat is designed to be used as an 
expansion for V:TES, but it will also shine when used by 
khC After all, a cunning Methuselah might not be appre¬ 
hensive about using both the Camarilla and the Sabbat to 
cU'hicve her ends, but she certainly knows that both sides are 
extremely effective on their own. 

In White Wolfs World of Darkness, the Sabbat is a sect of 
umpires who do not hide their existence from mortals as care- 
: as Camarilla vampires do. In many ways, they are darker 
more violent than their Camarilla rivals. They consider 
i.selves to be the ultimate masters of the proverbial food 
c i and let nothing stand in their way. While many con¬ 
demn them as slaves to the Beast Within, members of the Sab¬ 
ir feel that there is a method to their supposed madness, 
fwarc preparing for Gehenna, the rumored return of the 
di iu via ns. The Sabbat aim to destroy all of the Antedilu- 
before these ancient powers destroy the Sabbat and all 
aircs. Little do they realize that many Sabbat paeks are 
ak> manipulated by the Ancients— 

Whardoes this legacy mean for the card game? Expect to 
lot of combat cards—the Sabbat love their fights, 
which the\ r view as ritualistic events in which bravery is 
rewarded and cowardice is punished. T he set will contain 
actions specific to the Sabbat, and there will also he 
vmc new clans introduced when the leaders of the Sabbat 
ombra and the Tzimisce—make their debut. The pre¬ 
existing clans will also undergo some changes, but I wont go 
further than this; there's no point in letting all of the cat 
out or the bag! (We ll just give you both ears and the tail...) 
h*ok tor The Sabbat to emerge late in 1996 at a local game 
retailer near you. 

Waiting for a Whispered Reply 

hi still anxiously awaiting more answers to the question I 
posed in Duelist #9 concerning various tournaments and 
g^me play. That autographed Enzo Giovanni card is 
eagerly awaiting a haven to call home, and for all you 
-now, it could be yours! So send in your comments and ques¬ 
tions. It’s the best way to make sure that your voice is heard, 
rite to “Whispers from the Elysium," do The Duelist, P.O. 
1)7, Renton, WA 98057. 

Until we meet again, try not to bite the hand that feeds 
you...unless its absolutely necessary. 

v 'v Carnes currently resides in the fine city of Seattle, Wash- 
: C:-n. Disregard the disturbing rumors you hear he does not 
srp under his desk . 


PULSE GF tHE PULSE 
OF tHE CAnAiLLE 

In Duelist #8s “Pulse of the Canaille , ” Tom Wylie asked the 
assembled Methuselahs what they thought of variants for vote push¬ 
ing and the integration of Non-Camarilla clans. As part of his 
unceasing endeavors to clarify and refine V: ITS, he reviewed your 
responses , some of which are included here with Tom's evaluation of 
your feedback. 

Virtually every reader who responded was in favor of incorpo¬ 
rating Non-Camarilla clans as a companion set rather than trying 
to integrate them into the basic set. Responses on the vote-pushing 
variants , however, uere more varied... 

Reader response on the variants for vote pushing were split 
almost evenly between the three fixes that were mentioned: 
“Hands Off," “Ive Heard That One Before," and “II You Want 
It Done Right..." However, a lew people said they didn't think 
vote pushing was broken. Since printing letters of support for 
each fix would require more room than I have, I m responding 
to a couple of the “no fix needed" letters. Also, an additional 
variant for fixing vote pushing has been discussed: don't replace 
cards burned for votes until the end of the turn. This w'ould 
allow decks to force vote's through when necessary, while largely 
cutting off the card cycling that allows a vote-pushing deck to 
sweep for victory. 

We think that no new rules should be added to restrict vote 
pushing. The spirit of the game is to build whatever deck you like . 
and each will have a set of advantages and limitations- with the 
possible exception of a Malkavian bleed-stealth-bounce deck! 

Raul J. Diaz 
Ogden, UT 

While you’ve certainly identified the spirit of the game, its not 
always possible to allow a deck concept free rein. The Malkavian 
decks that everyone discovered right away were only the first level 
of “deck technology." Vote-pushing decks, especially those using 
nothing but vote cards and small vampires, proved to be the next 
step, and can be just as much a problem as the Malks. 

About the vote pushing in Vampire / don't think its a problem , 
as it costs you a lot of cards and there is a maximum deck size. This is 
the same as with a deck that only prevents datnage and phys Traps: it 
jvill work well in the beginning of the game until it runs out of cards. 

A.K. Snepvangers 
Netherlands 

Yes, but by the time a Trap deck runs out of cards, its only 
taken out a few vampires, and winning the game depends on 
whether you chose your batdes wisely. By the rime a vote-push¬ 
ing deck runs out of cards, its taken out a few Methuselahs, 
which is enough for overall victory in most V:TES games. 
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compiled by Tom Wylie 


General Rulings 

1) Q: Can Inner Circle members play 
cards that require a Prince or Justicar? 

A: Yes, they can, but only if the card 
requiring a Prince or Justicar also indi¬ 
cates that it can be played by an Inner 
Circle member. For example, Inner 
Circle members cannot play any of the 
Traditions but can pLty Closed Session. 

2) Q: Certain cards, like Rumors of 
Gehenna, tell me to choose a “set” of 
Methuselahs. Do I have to choose 
someone when I play such a card? 

A: Yes. A “set” of Methuselahs mentis 
*one or more. ” 

3) Q: If a vampire commits diablerie and 
a resulting Blood Hunt vote fails, can 
I call for another Blood Hunt vote? 

A: No. Only one Blood Hunt vote can 
be called when a vampire successfully 
commits diablerie. 

4) Q: Can 1 play Thoughts Betrayed 
in time to stop a blocker from 
using Obedience? 

A: No. Cards that are played “before 
combat begins” are played as the minions 
are entering combat. Obedience is used 
before entering combat, so there is no 
opportunity to play Thoughts Betrayed. 

5) Q: Shouldn’t The Treatment say that 
the action to bum it is directed? 

A: An action that is directed will indi¬ 
cate this by having the ©symbol. If it 
doesn't, then it's not directed, regardless 
of what the action affects. The “ defini¬ 
tion" of directed actions in the rulebook 
( u ...actions that directly affect another 
Methuselah , one of her minions, or a 
card a Methuselah controls *) indicates 
when an action is normally described as 
directed. Very few of the actions that fall 
into those three categories will actually 


be undirected, but when burning a card 
has more impact on the prey-predator 
interaction than it would on the con¬ 
troller of the card, the action will be 
undirected. The Treatment is one exam¬ 
ple of this. (See the “Errata to Cards and 
Rules” section below for some actions 
that should be directed.) 

Reversals 

6) Q: Can 1 use superior Sacrificial 
Lamb to burn my own vampire as a 
® action? 

A: No. Despite the wording on the card, 
it does not override the rule prohibiting 
the use of directed actions against yourself. 



Errata to Cards 
and Rules 

7) Q: Do Non-Camarilla vampires have 
access to all titles and political actions? 

A: No. Non-Camarilla vampires cannot 
be Princes, although they can become 


Primogen members. (If a Non-Camar¬ 
illa vampire begins with votes and later 
gains a title, she loses the mtes she 
started with, just as if the vampire, 
had lost a title.) 

Also, Non-Camarilla vampires can¬ 
not call ISrtxis Seizures, Justicar Retribu¬ 
tion, or Command of the Harpies. They 
cannot call a vote to bum Elysium: the 
Arboretum. They cannot call Masquerade 
Endangered or call the wte to bum it. In 
addition, a Non-Carmtrilla vampire can¬ 
not be chosen as an Archon or Camarilla 
Exemplary, but he or she will still suffer 
the effects of blocking a vampire who is an 
Archon or Camarilla Exemplary. 

8) Q: If 1 stop a Brujah s action with 
Brujah Frenzy, can I choose an 
untapped vampire in torpor as the 
one the Brujah will fight? 

A: No. You can choose any ready, 
untapped minion. Note that if the Bru¬ 
jah cant enter combat with the minion 
(for example, if the Brujah is trying to 
rescue himself from torpor), the combat is 
ignored, but the action is still prevented. 

9) Q: The Jyhad' version of Hector 
Sosa had superior Potence, but the 
V:TES version has basic Potence. 
Which is correct? 

A: Hector should have superior Potence. 

10) Q: When Shackles of Enkidu is put 
on an opposing minion, who controls 
the Shackles? 

A: The player whose minion placed the 
Shackles continues to control it. That 
pbtyer would be the one to block any 
directed action against the Shackles. 

11) Q: Isn’t “Triole” spelled “Troile” in 
Vampire: The Masquerade ? And 
shouldn't the action to bum “Tro lie’s 
Revenge” be directed? 










A: thr card should he called “ Troiles 

Revenge, ” and the action to hum it should 
be directed The player who played the 
Reienge is always considered its controller. 

12) Q: Isn’t Rotschreck supposed to 
penalize a vampire trying to deal 
aggravated damage, not the one about 
to receive aggravated damage? 

/{; Yes. Rotschreck should he read as fol¬ 
low: “Play on a vampire that attempts 
to inflict aggravated damage. Combat 
ends, and that vampire goes into torpor. 
During the vampire's controllers next 
untap phase , hum this card instead of 
untapping the vampire. " 

13 ) Q: My prey equips a vampire with 
Palatial Estate, which is an equip¬ 
ment card as well as a location. Can I 
really steal it with Fast I lands? 

,1; Xo. The equipment locations from 
Dark Sovereigns' , such as Palatial 
Estate , do not count as equipment once 
they are in play. 

14) Q: Why does Javier Montoya reduce 
the pool cost of rescuing a vampire 
from torpor? 

A: The text on Javier Montoya should 
specify "blood, ” not “pool. ” 

15) Q: Thoughts Betrayed says the 
opposing minion cannot use cards 
during the combat. Does that mean 
it cant use guns and retainers? 

A: Xo. Thoughts Betrayed just prevents 
the opposing vampire from playing cards, 
not from using cards already in play 

16 ) Q: Sensory Deprivation, basic Shep¬ 
herd’s Innocence, and Trick of Danya 
all seem like they should be directed, 
since they affect another player’s card, 
but they don’t have the ® symbol. 

Are they directed? 

A: These actions should all he directed[ 
as should the action to employ Charnas 
the Imp. 

17 ) Q: Should Castle Heidelburg really r be 
able to transfer weapons and equip¬ 
ment to or from a minion in combat? 

A: No. 

*8) Q: If I use Fata Morgana to give +1 
stealth to a bleed action, does this 
stop me from playing modifiers to 
increase the bleed? 

A: No. Only the superior version pro- 
hibits further bleed modifiers. 

Q: Two Tremere get into combat. 
Each plays superior Theft of Vitae on 
the other, with the blood loss and 


gain canceling out. At the end of the 
round, can each of them play Taste 
of Vitae and gain 2 blood? 

A: No. Taste of Vitae o?dy gives blood for 
blood lost due to cLimage. 

20) Q: Can a Blood Hunt be played on 
an Inner Circle member? 

A: No. 

21) Q: Shouldn’t Soul Stealing be usable 
in combat? 

A: The fact that it can he played as a 
combat card was left off of Soul Stealing. 
However, to make things more interest¬ 
ingwe are making this the superior ver¬ 
sion of the ability, which would read “As 
above, and this card can also he played 
as a combat card. ” 



Active Region 

There has been some confusion, both 
in the rulebook and on the cards, as to 
whether vampires in torpor are consid¬ 
ered to be in the “active region.’ I his ser 
of rulings clears up the definitions of the 
various regions. 

Vampires from your crvpt are placed 
in the inactive (uncontrolled) region. I he 
active (controlled) region contains all of 
the minions (vampires and allies) and 
other cards you have available. I he active 
region is divided into two areas: torpor, 
for vampires in torpor, and the ready 
region, for everything else. 

This results in various technical cor¬ 
rections to the rulebook, but the real 
impact is to certain cards: 

Chantry: This moves the Tremere 
from torpor to his or her controllers 
ready region. 


Minor Boon: The second sentence 
should just be “Put this card on the 
vampire.” 

Legendary Vampire: Only usable if 
the vampire was moved into your active 
region during your last influence phase. 

Possession: Moves a vampire from 
your ash heap to your ready region. 

Banishment: Delete “from the con¬ 
trolling Methuselahs active region.” 

Rules Errata 

Section 63,2, Rules ofTlrumh 
for Blocking 

Rule of Thumb #1 implies that if an 
action is blocked, the costs for any action 
modifiers used during the action are nor 
paid. This is not correct; only the cost of 
the action card is waived, as mentioned 
earlier in the section. 

Section 7 , Tallying the Votes 
A Methuselah taking a political action 
gains a free vote only if a political action 
card was used. For example, taking a polit¬ 
ical action to attempt to burn the Anarch 
Revolt would not give you a free vote. 

Section 19, Have Torpor 
Any minion may block a “leave torpor” 
action, including allies, but only vampires 
may commit diablerie as a result. 

Card Rulings 

22) Q: Can 1 “accept” a bleed with 
Major Boon and then Deflect the 
bleed to another player? 

A: No. Major Boon is only played on a 
successful bleed (i.e., after all action 
modifiers and reactions have been 
played) and only breaks the rules so far 
as it allows players to modify the amount 
of the bleed. They may not play or use 
cards that change who is being bled. 

23) Q: If I play Scorn of Adonis after 
players have cast votes against me, do 
those players burn pool? 

A: Yes, but they will riot burn more pool 
if they cast more votes against you. 

24) Q: If I call a vote that burns the last 
of my pool, can I use Voter Captiva¬ 
tion to stay in the game? 

A: No. Voter Captivation is played after 
the results of the vote are assessed, by 
which time you would have been ousted. 

25) Q: How exactly does Banishment 
work? 







A: A vampire sent to the uncontrolled 
region by Banishment goes to its owner's 
region. The vampire keeps all of its 
blood* minion cards , and master cards. 
All of its minion cards become uncon¬ 
trolled while it is out of play as the con¬ 
troller of a minion card is ittherited 
from the minion its on; control of its 
master cartls does not change. This 
means that the master cards on it count 
for contention, but the minion cards do 
not. However the vampire cannot make 
use of master cards such its Blood Doll 
while uncontrolled. If the vampire 
returns to play, its minion and master 
cards are treated normally again. 

Any permanent changes made to a 
vampire are lost when it is Banished. 

For example , it will lose any title it has 
gained, but would have its original title 
(if any) when it returned to play Any 
permanent effects jrom other cards will 
still apply to the vampire if it returns. 
For exampley a Banished vampire that 
had played Blood Bond would lose the 
bond, but if Blood Bond had been 
played on it, the bond would still be in 
effect when the vampire returned. 

z 6 ) Q: How late in a round can I play 
Wolf Claws and still have it affect my 
strike? Does the acting minion have 
to play it before the blocking minion 
declares a strike? 

A: Cards that modify the effect of a 
strikey such as by making a hand strike 
aggravatedy must be played before the 
end of the Choose Strike phase if 
they are to count for the current 
strike. For exam pie y playing them 
during the Check Damage phase won't 
affect strikes already played ’ unless 
the card says to play it then (as ammo 
cards do). 

27) Q: Is Stefano Giovanni able to burn 
more than 1 blood to gain more than 
one vote? 

A: He can only bum l bloodfor one 
vote once during each political action. 

28 ) Q: If The Rack becomes contested 
and then returns to play, do 1 get to 
point it at a new vampire? 

A: No. The Rack will still be giving 
blood to the same vampire. 

29) Q: Horrid Reality talks about 
searching the library for equipment; 
it says I don't have to pay for the 
cost of a weapon pulled out of the 


library. What happens if I turn up a 
Sport Bike? 

A: Horrid Reality only pulls weapons 
out of the library. If you turn up 
another type of equipment, ignore it 
and keep going. 

30) Q: If I use an effect like Disputed 
Territory to gain control of one of 
the equipment locations, such as 
Palatial Estate, how do I decide 
which of my minions gets it? 

A: If you gain control ofan equipment 
location by any means, you choose which 
of your minions gets the location. In the 
case of Disputed Territory, you would 
choose one of your minions when the 
vote passed and give the location to that 
minion. If you have no minions when 
you gain control of an equipment loca¬ 
tion r, the location is burned. 

31) Q: Does Black Cat’s discount apply 
when equipping with an equipment 
location? 

A: No. Black Cat only reduces a cost 
paid in pool not in blood. However ; 
cards such as Ravnos Cache can pay for 
an equipment location, since the nature 
of the cost isn't important. 

32) Q: Mv minion has a Ghoul Retainer 
and gets into combat with a minion 
employing Spiritual Protector. Can 
my Ghoul use a weapon against the 
opposing minion? 

A: Yes. Spiritual Protector does not pro¬ 
hibit retainers from using weapons 
against its employer. 

33) Q: C^in Legacy of Power end a com¬ 
bat involving an ally? 



A: Yes. Legacy of Power may end a com¬ 
bat in which the opposing minion is an 
ally. Your vampire would go into torpor, 
and the ally would be unaffected. 

34) Q: Can Vial of Garou Blood be 
combined with cards like Blur? 

A: Using Vial of Garou Blood counts as 
your one source of additional strikes for 
a round, so it may not be used if you've 
already acquired additional strikes that 
round. Using Vial of Garou Blood also 
prohibits you from playing any fitrther 
additional strike cards for the rest of 
the combat. 

35) Q: How many times can the strike 
provided by superior Veiled Sight be 
played during a combat? 

A: The strike can only be played once. 

36) Q: Does Joaquina Amaya get 
her +1 stealth bonus when using 
Vast Wealth? 

A: No. The action provided by Vast 
Wealth is an equip action that takes a 
vampire out of the library rather than 
out of your hand. Because of this , effects 
like Joaquina's or Black Cat's will apply. 

37) Q: Once Fear of Mekhet is in play, 
can it migrate to a Justicar? 

A: No. Fear of Mekhet is played on a 
Justicar or Inner Circle member, but 
once in play it can only move around to 
Inner Circle members. 

38) Q: If a vampire with a contested 
Secure Haven goes into torpor, is the 
Haven burned? If not, would it be 
burned if it fell out of contention 
while the vampire was still in torpor? 
A: No, and no. Secure Haven can only 
be burned as the controlling vampire 
goes into torpor and only if it isn't con¬ 
tested at the time. 

39) Q: Does Troiles Revenge allow aVen- 
true with Talbots Chainsaw to hunt? 

A: No. Troiles Revenge only breaks the 
hunting rules in that it allows a vampire 
to hunt while at capacity. A Ventrue 
with Fro He's Revenge may not hunt if 
there are other cards (such as Talbot's 
Chainsaw) prohibiting it from doing so. 

40) Q: Can I use Acquired Ventrue Assets 
during someone elses master phase? 

A: Yes, since it is used during H each 
master phase" rather than \your 
master phase." 

41) Q: Can 1 use Soul Stealing if a vote 
like Tradition Upheld passes? 

A: No. 


78 MAY 1 *)96 THE DUELIST 







Here’s your chance to name one of 
V:TES artist John Bolton’s vampire 
creations! Just tell us what you 
think this Kindred’s name should 
be, and you might win some great 
Vampire: The Eternal Struggle™ 
prizes, including a display box of 
boosters from the upcoming V:TES 
expansion, Ancient Hearts™] 
Whether you’re a seasoned 
Methuselah or a newly embraced 
minion, you could win everything 
you need to be a master V:TES 
player. So get those creative juices 
flowing, and give this elegant 
vampire a name! 

The Grand Prize Winner 
will receive one display box 
of Dark Sovereigns™, one 
display box of Ancient Hearts, one display box 
of V:TES starter decks, a copy of the Darkness 
Unveiled ” player's guide, and a poster of the vam¬ 
pire pictured here! Ten other First Prize winners will 
each receive one display box of Ancient Hearts. 

How tO enter: Print or type your entry on a 
postcard along with your name, address, and 
phone number. Send it to The Duelist, Attn: 
Vampire: The Eternal Struggle Contest, P.O. Box 
707, Renton. WA. 9805 7. Names will be judged 
based on creativity and appropriateness 
to the character. 


fcstra’ion by John Bolton. 01996 Wizards cf tiie Coast, Inc. A'l rights reswrei Vampire: The Eternal Struggle 
_ r„. U, „„ uui h, indent Hearts is t na*T*k of Vfauds of tb t« he Wizards oe the Coast ad Dodcmaster » np«*d mdorts of A tht Coast ht. 
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by Shawn F. Carnes, with Mischa Donders 

KINDRED 


Killer Combos for V:TES 


Blood Doll and (any) 

Hunting Ground 

Many new players learn this as one of their first card combina¬ 
tions. Bring a Hunting Ground into play for 2 pool. Then place 
Blood Doll on any ready vampire you have. The minion will gain 
1 blood (so long as it is ready and not at capacity) from the blood 
bank during your untap phase as a result of the Hunting Ground. 
You can pull off that same blood from the vampire via Blood Doll 
during the master phase. If you play with more than one clan, 
you could have more than one Hunting Ground active at once. 
But since a vampire cant get blexxi from more than one Hunting 
Ground per turn, you'll have to play more Blood Dolls on other 
vampires to get the pool out of the other Hunting Grounds. The 
cards are fairly easy to get into play, and each 
can provide you with 1 pool every turn 
for each combination you have in 
play without raking anything 
away from vampires that aren’t 
J K k T W E at foil capacity. 

Millicent Smith 
and Reversal 
of Fortune 

This combination puts 
Ian offensive twist on the 
( potent Millicent Smith mas¬ 
ter card. Millicent burns 

_ herself and an acting vam- 

pire if the acting vampire is 
blocked and Millicent is con¬ 
trolled by the Methuselah who con- 
| trols the acting vampire. The limiting 
factor for Millicent, however, is that she 
travels around the table from prey to 
predator, which is in the opposite direc¬ 
tion of normal game play. Enter 
Reversal of Fortune, a political action 
\ that changes the direction of game 
play without changing the relations 
between predators and prey. 

• Because Millicents progress now 
\ follows the turn sequence, this 
assures that the next vampire to 
be blex'ked will be burned. 

Lt 


(Any) Aggravated Strike, Amaranth, 
and Ritual of the Bitter Rose 

Aggravated damage and Amaranth can replenish the thirsti¬ 
est of vampires in no time. Have a vampire that can deal aggra¬ 
vated damage go up against a vampire with a considerable 
amount of blood on it. If your vampire doesn’t go into torpor, 
but the opposing vampire does, play Amaranth. This diablerizes 
the other vampire, putting her blood and equipment on yours. 
Next, play Ritual of the Bitter Rose and watch all of your other 
vampires gain blood equal to the amount of blood that was on 
the burned vampire. Small vampires are best for this (as a 
Blood Hunt will then be less painful), and you can get a Disci¬ 
pline card in the deal. 

Torn Signpost, Burning Wrath, 
and Taste of Vitae 

The Signpost—Taste combo is a great way to replenish the 
blood supply of a vampire that relies on Potence, and is espe¬ 
cially useful after playing the costly Burning Wrath (from Dark 
Sovereigns ). As combat begins, play Torn Signpost to increase 
the basic hand damage your minion will do in combat—basic 
Potence will increase it to 2, while superior Potence ups it to 3. 
Next, play Burning Wrath as your strike. This costs a hefty 3 
blood, but with basic Potence, the opposing vampire takes 3 
points of damage, one of which is aggravated. At the superior 
level, the opposing minion takes 5 damage, 2 of which is aggra¬ 
vated. If the damage is dealt successfully, follow up with Taste 
of Vitae to get back your vampires losses or net extra blood. 

Goodnight, Sweet Prince 
and Possession 

If you need a vampire in a hurry and aren’t too picky, this 
combination can get a vampire from your crypt directly into 
play, regardless of its blood capacity. First, play Goodnight, 
Sweet Prince on yourself-—yes, y r ourself. It will cost you 2 pool, 
but if you turn over a Prince, you will get your 2 pool back. 
Next, with a minion that has superior Necromancy, play Pos¬ 
session (a Necromancy card). At the superior level, the inactive 
vampire will go directly to the active region with 1 blood. You 
have bypassed the chore of having to spend vast amounts of 
time and resources influencing it, but what you do with your 
fairly vulnerable vampire from there is entirely up to you. 

C liven that you hopefully have a Prince in play now, how about 
a little Hospitality? 
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I n Duelist #9, someone inadvertently 
reported some incorrect information 
about Netrunner (do you smell a conspir¬ 
acy?). First, and most importantly, the actual 
suggested retail price for a Netrunner starter 
pack is $17.95, not $18.95. (However, if you 
feel like surrendering the extra dollar, we’re 


Alik T M E 

vfJOR D 

F RO M ♦ HD 


OK, here's the scoop. 

The rest of the team is 
up to their mirrorshades 
preparing to release 
Netrunner * on our 
poor, unsuspecting cus¬ 
tomers. I have been 
pulled aside by my con¬ 
tact at The Duelist to 
give you the skinny on 
the newest Deckmaster ® 
game. Til tell you what 
I can , but keep it to 
yourself: I dont want 
this getting back to the 
rest of the team. 


by Kevin Maples, 
Netrunner mole 



not gonna complain.) When you pony up 
your hard-earned cash, you will receive one 
Runner deck, one Corp deck, and a nifty, 
full-color rulebook. This is all wrapped in a 
holographic-foil-enhanced package—some¬ 
thing our art director Craig Hooper is pretty 
buzzed about. Trust me, you can’t miss it. 

Someone also hinted that the DC might 
sanction Netrunner events this year—obvi¬ 
ously an attempt to distract customers from 
our carefully laid launch plans. We are hoping 
to have Netrunner tournament rules out later 
this year, but we probably won’t be holding 
large-scale sanctioned events before 1997. 

The other correction is actually a piece of 
good news (like saving a buck on the decks 
isnt good news). The Netrunner online con¬ 
test, Webrunner: The Hidden Agenda, will be 
running for six w T eeks, not four. That’s right, 
folks, we’re giving you two more weeks of 
“hacking bliss” than you originally thought. 
Speaking of Webrunner.... 

Webrunner: The Hidden Agenda 

The most obvious place to market our little 
cyberpunk masterpiece is, of course, the Inter¬ 
net. So we teamed up with some very talented 
individuals with the objective of developing 
something, well, unique: Webrunner: The 
Hidden Agenda. Webrunner is a contest unlike 
anything ever seen on the World Wide Web. 

As a Runner in the year 2020, you are chal¬ 
lenged with liberating a piece of information 
from the Futakora Corporation. In order to do 
that without ending up a comatose waste of 
gray matter, you must successfully navigate 
your way through the neon-lined landscape of 
Futakoras data forts. You must pass through a 
series of seven code gates, each protecting an 
essential piece of information. A unique puzzle 


provides the key to circumventing each code 
gate, and a wrong answer provides, well, pain. 
(And if you really screw up, expect to find a 
couple of Futakora security officers coming ro 
call at the most inopportune times.) But don’t 
let that scare you off, because you’ve got the 
right hardware, your own wits, and a little help 
from a Futakora insider—a corporate mole. 

Webrunner is also one of the first oppor¬ 
tunities to experience Netscape 2.0, which 
was just released to the public in late Febru¬ 
ary. The latest version of Netscape is the most 
technologically advanced and versatile Web 
browser available. Using Netscape 2.0, 
Webrunner will shatter your image of the 
Web. Oh, by the way, have I mentioned that 
there are prizes? One grand-prize winner will 
receive a hot laptop computer with a Pentium 
75 processor, a color monitor, a 28.8bps 
PCMCIA fax-modem, and plenty of other 
features to support a hacker on the 
run...er...go. Five second prize winners will 
receive a 28.8bps fax-modem, which makes 
Web surfing a heck of a lot quicker. In all, 
there are over 130 prizes. 

Hooked yet? Then log on to Sendai Media 
Groups Nuke website at http:/www.nuke.com 
sometime between March 15th and April 
30th. Or check out the Netrunner home 
page at Wizards of the Coasts website: 
http:/www.wizards.com. Get ready to jack-in, 
hold on, and blaze a trail of data piracy 
through Futakora. 

Training Wheels 

Oh, one more thing: to help you get a foot 
up on the competition in the information 
war, we have included a beautifully illustrated 
playmat in this issue of The Duelist. One side 
shows you how to set up the Corporation’s 
side of the playing field; the other side is for 
the Runner. The mat also features a quick ref¬ 
erence guide summarizing the key steps in the 
game and the actions available to each player. 

While the mat will get you started, remem¬ 
ber that the playing field in a real game may 
range outside the area of the mat. For example, 
ice placed on data forts am extend beyond the 
Corps pictured playing area. You can also have 
an unlimited number of data forts, as well as 
an unlimited amount of ice on each fort—as 
long as you are willing to pay for them! 

We tried to find out more about Kevin 
Maples , but the Corp keeps his records heavily 
iced. All hell tell us is that he's a member of the 
Netrunner team and that he was once in train - 
ing to be a priest (or something like that). 
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Employee Orientation 

a.k.a. The New Hacker’s Guide to the Net 

by Jim Lin 

So youve picked up a couple ofNetrunner* starter decks. Maybe you've read through 
the rulebook, but its pretty long, and you're afraid that you don't have everything 
straight. Don't worry, Netrunner is really a very simple game—but it isn't Magic! The 
paradigms that apply to so many other trading card games simply dont apply to 
Netrunner. That means that the first thing you'll need to do is to break some of the 
habits you've developed in playing other TCGs. This article discusses some of the unique 
aspects of Netrunner and outlines the basic features of the game that both the Corp and 

the Runner need to understand. 


The Corporation 
vs. The Runner 

The most obvious difference between 
Netrunner and most other trading card 
games is the existence of two distinct roles 
in the game: the Corporation and the 
Runner. While both sides in Netrunner 
have very similar turn structures, each has 
an action that is unique: the Corporation 
can advance agenda from its deck, and the 
Runner can make runs on the Corpora¬ 
tions data forts. (Take a kx)k at the 
Netrunner plavmat following p. 88 for an 
overview of the turn sequence.) Not sur¬ 
prisingly, these unique abilities are the 
central actions for each side. And w r hile 
both sides share the same goal—to score 7 
agenda points—they accomplish it very 
differently. 

Because the basic strategy of each side 
in Netrunner centers around these core 
actions, the objectives and approach of 
each side are quite different. All of the 
Corps actions are typically geared toward 
preventing the Runner from making suc¬ 
cessful runs, and toward providing the 
Corp enough time and resources to suc¬ 
cessfully advance agendas. All of the Run¬ 
ners actions, on the other hand, are 
designed to give the Runner the tools to 
make successful runs and access agenda. 

Go Ahead—Draw! 

Another crucial difference is how much 
less a card is worth in Netrunner than 
in other TCGs. In most trading card 
games, it is almost never a good idea to 



pass up an opportunity to draw a card. 

In Netrunner, the Corp often draws 
only the required card at the start of the 
turn, and the Runner sometimes can go 
turns without drawing a single card. In 
addition, both sides have many ways to 
draw extra cards or to get money faster 
than usual. The Runner also has lots of 
cheap ways to search through his or her 
deck. In most other trading card games, 
cards like that would scream out, 
“BROKEN! BROKEN!” but they are 
simply standard fare in Netrunner. 

This difference springs from the fact 
that most TCGs impose strict limits on 
how many cards you can draw. The sin¬ 
gle hardest thing to get is extra cards, 
and the largest cost involved in playing a 
card is the fact that you often can’t use it 
again. As a result, any means of drawing 
extra cards is amazingly powerful. In 


Netrunner, however, any action can be 
turned into either a card or a bit, so you 
can draw four cards a turn if you want 
to. As a result, there is a rough equiva¬ 
lence between the value of an action, a 
card, and a bit. Cards are still a com¬ 
modity but not a particularly special 
one. When playing Netrunner, espe¬ 
cially the Corp side, don’t fall into the 
common beginner traps of drawing too 
many cards or of being afraid to discard 
the cards you have. 

Card Interaction vs. 

Card Management 

In most TCGs, it is impossible to do any¬ 
thing without a card either in play or in 
hand. Furthermore, since cards are so 
valuable in these games, cards that you 
play once and discard tend to pack a lot 
more punch than cards that you use over 
and over. As a result, most TCGs center 
around creating effective card combina¬ 
tions or interactions, especially with cards 
from your hand. In Netrunner, however, 
most of your possible actions don’t 
require a card from your hand. For the 
Runner, the crucial action of making a 
run doesn’t even require there to be a 
card in play. And since cards aren't that 
hard to get in Netrunner, a lot of the 
cards that stay in the game also can be 
pretty potent. 

There are also few ways to play cards 
from your hand during a run, the point at 
which most of the interaction between the 
Corp and the Runner occurs. As a result. 
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Netrunner is usually not a contest of 
high-powered card combinations, but a 
struggle to choose the right cards to put 
into play and to use them well. Another 
common mistake when learning Netrun¬ 
ner is to keep drawing cards in search of 
the one card that you need. In Netrunner, 
it is rarely one card that will save you; 
rather, it is having the right array of cards 
in play that will make the difference. 

How and When 

Another difference in Netrunner is the 
importance of the question “When?” In 
most TCGs you have an opportunity to 
“score” against your opponent at almost 
any time. The battle can swing back and 
forth throughout the game, but there is 
rarely a break in the action. In Netrunner, 
however, all of the opportunities to score 
for both sides come from the agenda cards 
in the Corps deck. As a result, there are 
stretches of time when there is little 
agenda that is accessible to either side and 
when neither player has a direct scoring 
opportunity. 

Thus, Netrunner plays like a war. 
There are lots of little skirmishes, and los¬ 
ing or winning any one of them wont 
win or lose you the game. Instead, you 
need to determine when to fight and 
when to gear up for the next fight. 
Spending too much time fighting small, 
meaningless battles can sap your resources 
for the battle that counts. On the other 
hand, if you spend too much time getting 
ready for the battle to end all battles, you 
may find that your opponent has snuck 
the victory out from under your nose 
with a series of small successes. 

In most TCGs, your fate depends 
upon whether you draw the cards you 
need. In Netrunner, however, your fate 
depends upon when you decide to go for 
the score. For that reason, the proper pac¬ 
ing is critical in Netrunner: if you are too 
quick and set a pace that you cant stick 
with, you may find that you are strong at 
a time when it is impossible to score but 
spent once the opportunity to score arises. 

No Guts, No Glory... 

When the Corp chooses which data forts 
to create and to protect, as well as which 
ice it uses to defend those forts, it is cre¬ 
ating the battlefield for both players to 
play on. The Runner, however, doesn't 
know what the battlefield looks like until 


he or she steps onto it. As a result, the 
Runner never quite knows when it is safe 
to make a run, and the Corp never quite 
knows when the Runner will believe it is 
safe to make a run. This makes Netrun¬ 
ner less a game of pure optimization and 
more a game of instinct and guts. In a lot 
of other TCGs you can go extremely far 
as a player by simply calculating the best 
way to play the cards in your hand. Its 
only at the top levels that bluffing, mind 
games, and developing a sense of when to 
“go for it” become important factors. In 
Netrunner, you almost never have 
enough information to make a complete 
calculation, and you’re almost never in a 
situation in which you can handle every¬ 
thing your opponent might throw your 
way. 

Conservative play is an almost sure 
way to lose the game in Netrunner. As 
the Runner, you need to be ready to 
make runs, even if you aren’t sure that the 
Corp won’t hit you with something nasty 
as a result. A comfortable Corp is a win¬ 
ning Corp, so you had better keep the 
heat on, even if it means taking some 
major risks. As the Corp, you can play 
more conservatively than the Runner, but 
you need to be ready to bluff'. You may 
know that you can’t keep the Runner out, 
but does the Runner know that? You 
don’t want to be rash, but a good rule for 
the Runner to follow is: if you’re not sure, 
go for it. And a good rule for the Corp to 
follow is: if you’re even a little bit sure, go 
for it. Netrunner is not a game for those 
with low intestinal fortitude. 

Beginning, Middle, 
and End 

Another unique aspect of Netrunner is 
the fact that the games have a very clear 
structure that much of the strategy in 
the game exploits. Most Netrunner 
games follow the same general outline: 
in the first stage of the game, the Corp 
typically docs not have enough ice to 
protect more than a couple of data forts. 
Either the Corps deck or his or her 
hand must be left vulnerable, or the 
Corp will have no safe place to advance 
agenda. At the same time, the Runner 
probably doesn’t have many icebreakers 
in his or her hand and doesn’t have 
enough bits to pay for and use them, 
anyway. Thus, there will be some forts 
that the Runner simply can’t get 


through. This stage has opportunities for 
both the Runner and the Corp. The Corp 
has an opportunity to advance some 
agenda before the Runner gets set up, and 
the Runner has a chance to steal agenda 
from unprotected areas of the Corp. 

Eventually, however, the Corp has 
enough ice protecting several data forts 
that the Runner can’t get through. This 
middle stage of the game presents the 
Corp with its main opportunities to score 
agenda points. The final stage begins 
when the Runner has installed a full set 
of icebreakers and is able to run any data 
fort, given enough bits. At this point 
there is no safe area for the Corp to hide 
in. Either the Corp will have to bluff the 
Runner into wasting bits on fruitless runs 
so that the Runner won’t Ik* ready when 
the Corp is actually attempting to score 
agendas, or else the Corp will have to 
find a way to advance agenda cards 
extremely quickly. The Runner has an 
advantage now, and the outcome of the 
game depends on whether the Runner 
can overcome the lead the Corp has 
probably built up in the middle stage of 
the game. 

Know Your Enemy 

Playing the two sides in Netrunner can 
almost be like playing two different 
games. The strategies and thought 
processes of the Runner and the Corp are 
radically different. As a result, it can seem 
natural when first learning Netrunner to 
concentrate on one side until you’ve mas¬ 
tered it and to ignore rhe other. This is 
probably a mistake. Not only are you 
passing up the enjoyable opportunity to 
experience the other side of the game, but 
you are hurting yourself as a player. 
Netrunner is a game of guts, instinct, 
and feel, in some ways more an art than a 
science. Parr of that feel is being able to 
put yourself into the other players head. 
The best and most enjoyable way to fig¬ 
ure out what your opponent is thinking 
is to play his or her side of the game. 

But no matter which side you play in 
Netrunner, remember this: it takes 14 
bits to rez Liche. 

Once described by Richard Garfield as 
“a combination rules lawyer and fire hose , ” 
Jim Litis design and development credits 
include most of the Magic card sets to date , 
V:TESy and\ most recently Netrunner. 
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The Corporate Takeover 

As the Corporation in Netrunner *, con¬ 
trol is the name of your game. You shape 
the playing field by choosing when to 
create new data forts and when and 
where to install ice. And its the agenda 
you use and your strategy for scoring that 
agenda that will determine the pace of 
the game and the amount of pressure the 
Runner feels to make runs against your 
data forts. 

You're at your most vulnerable in the 
opening moves of the game. But even 
though you don’t have enough money, 
actions, or ice to protect all your forts, the 
Runner can’t afford to break into the few 
forts you can protect. You have a chance 
to score some agenda points quickly while 
the Runner is building up his arsenal and 
bit pool. Within a few 7 turns the tide will 
turn: your defenses will be established, 
and the Runner will have to react to your 
moves. You now have control—but only 
by maintaining this control over the 
course of the game can you expect to win. 

The BAIT Principle 

So how do you keep control? The basic 
strategies you'll need can be summed up 
by what I've dubbed the BAFT Principle: 
Bluff, Advance, Ice, and Trace. Stop winc¬ 
ing; as the Corporation, you should be 
used to hokey acronyms for quality- 
improvement programs. But this is one 
case where the name is apropos, since the 
point of the Corps efforts is to “bait” the 
Runner into running against data forts 
instead of building up his position—keep¬ 
ing him off balance and, well, on the run. 


Bluff 

The last thing you w r ant is for the Runner 
to know exactly how strong or w r eak your 
position is. You’ve got to keep the pres¬ 
sure on by keeping the Runner guessing. 

Ice from the word “go. ” Every time 
you install a card, your position improves, 
if only in the Runner's eyes. You should 
not be afraid to install ice you cant 
afford, as any piece of ice will make the 
Runner question whether she should run 
against that fort. You should always 
install ice somewhere on your first turn, 
whether or not you can afford to rez it on 
the Runner's turn. Even if you install a 
piece of ice as your first action and draw 7 
2 bits as the rest of your turn, you’ve cre¬ 
ated a deterrent: as the Runner knows, 
there are a lot of nasty' pieces of ice that 
cost 7 or less to rez, so the Runner is 
likely to avoid that fort during her first 
turn and w'aste time building her position. 

If you decide to draw a card looking 
for cheap ice, stop after the first card—if 
you draw two cards and spend your third 
action installing, you’re going to discard 
two cards at the end of your turn. Those 
cards make much better bluffs installed in 
a fort than sitting in your Archives. 

Rez with restraint. Once you do have 
a few pieces of ice in play, resist the reflex 
to rez every piece of ice the Runner 
approaches. Think about what’s stored in 
the fort; is there really anything in there 
you want to protect? This will involve 
some guesswork if R& D is the target of 
the run, but in all other cases, simply 
look at what the Runner s likely to access. 
If you have a hand full of operations, 
there’s no real point to protecting yourself 
against a run on HQ. 


Win the guessing game. You can 
accomplish several things by declining to 
rez a piece of ice. First, the bits you 
would have spent on the ice are now' 
available for other things, such as protect¬ 
ing other, more valuable data forts. Sec¬ 
ond, the Runner w'ill wonder why you let 
him through. Could you not afford the 
ice, meaning that he should install a big¬ 
ger icebreaker? Is there simply nothing 
worth protecting in the fort, meaning he 
should run on other forts instead? Keep¬ 
ing him guessing means taking some 
risks. Lerting the Runner access an HQ 
that has one agenda out of five cards, for 
example, can actually be to your advan¬ 
tage: there’s only a small chance he'll hit 
the agenda, and you might bluff him into 
thinking there’s nothing there worth pro¬ 
tecting. You can then watch him squirm 
as you install and score agenda on your 
next turn. 

Advance 

There’s nothing more disconcerting to a 
Runner than knowing that you’re close to 
advancing enough agenda to win. There 
are two main approaches to intimidation 
via advancement: the “fast process” tactic, 
in which you use cards to install and 
process an agenda in a single turn, and 
the often-overlooked “node advancement 
approach, w'hich uses advanceable nodes 
for their deterrent value. 

Stay on the fast track. Runners w ill 
occasionally assume that to score an 
agenda the Corp has to spend two turns 
installing and advancing it, thus giving 
the Runner a crack at liberating it. Fast- 
process cards, such as Management 
Shake-Up, w'hich allow you to quickly 
add advancement counters to cards, 
allow' you to install and score agendas in 
a single turn, before the Runner can do 
anything about it. The end result is that 
you can concentrate on protecting the 
agenda while it’s hidden in your central 
data forts instead of spending time pro¬ 
cessing agenda over several turns. This 
strategy puts pressure on the Runner to 
frequently probe your HQ and R&D in 
order to stop you from drawing and scor¬ 
ing the next agenda card. 

Trash and thrash. If you don’t w ant 
to take the fast-process route, you might 
consider deterring the Runner by packing 
a few of the ambush nodes, which, when 
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advanced, will trash programs, do Net 
damage, and so on. After walking into a 
Virus Test Site or Experimental AI a coil' 
pie of times, the Runner will be skittish 
about running on any fort storing a card 
with advancement counters, letting you 
get away with scoring agenda slowly. 

Ice 

Of course, you should make the most of 
the obvious threat that you have: your 
intrusion counter electronics. By varying 
the strength and capabilities of your ice 
you force the Runner to spend valuable 
MU, bits, and actions installing the 
greater variety of programs needed to 
breach your defenses. 

Diversify your holdings. In other 
trading card games, building your deck 
around only a few categories of cards is 
standard practice and is even expected. In 
Netrunner, on the other hand, loading 
up vour deck with a single type of ice is a 
guaranteed formula for failure, as it 
allows the Runner to concentrate her 
forces to assault your one line of defense. 

Triple your fnn. There are several 
ways to diversify the ice in your deck and 
thus increase the number of cards the 
Runner must have to accomplish his 
objective. The most basic way to vary 
your defenses is to use all three types of 
ice: sentries, walls, and code gates. If you 
get all three of these in play, the Runner 
will either have to install all three corre¬ 
sponding ty pes of icebreakers, or rely on 
the riskier or more inefficient generic ice¬ 
breakers. When choosing how many sen¬ 
tries vs. codegates vs. walls to play, 
remember that sentries are a lot nastier 
and harder for the Runner to break but 
are more expensive for you to rez. Code¬ 
gates and walls are close, with the walls 
being slightly more expensive for you, but 
also slightly more difficult to break. 

All sizes fit one. You should also use 
various strengths of each type of ice. for 
example, if your only walls are in the 0- 
to-2 strength range, then the Runner 
only needs to install one type of wall- 
breaker to get through them efficiently. 

Call in the specialists. It s also a good 
idea to include ice that does lots of dif¬ 
ferent things. If your ice does nothing 
but end runs, the Runner will quickly 
figure out that by running against a fort 
with unrezzed ice, she has nothing to 


lose but an action. By including ice that 
trashes programs, does Net or brain 
damage, makes trace attempts, and so 
on, you force the Runner both to diver¬ 
sify her holdings and to be more cautious 
about making runs on unknown forts. 



Trace 

In your battle to control the Runners 
moves on your defenses, don’t forget that 
you have some offensive weapons as well. 
Just as its important to have ice that 
encourages the Runner to install as many 
icebreakers as possible, its important to 
play with trace cards that the Runner 
needs to look out for. Many traces, when 
successful, let you tag the Runner, allow¬ 
ing you to trash his resources (most 
importantly, cards that give him base 
links) during your turn. If the Runner is 
tagged, you can use several nasty opera¬ 
tions against him, with effects ranging 
from robbing the Runner of money 
(Closed Accounts) to hitting him with 
horrific amounts of meat damage (Urban 
Renewal, I Got a Rock). Other cards, like 
hi res tar ter, simply slap rhe Runner 
around if the trace is successful, but their 
effects cant be avoided with cards that 
just keep the Runner from receiving a tag. 

The Bottom Line 

Of course, all of the strategies for keeping 
the Runner under your thumb have a 
price—literally. You cant do any BAlTing 
if you cant pay for the BAIT cards. 
Money is the fuel that keeps the Corpo¬ 
rate engine running, and you have to 
make sure you have enough of it. 


Get it bit by bit. A reasonable way to 
obtain money is to simply take an action 
to draw a bit. As the Corp, you are often 
in a situation where you have already 
installed everything you want to for the 
moment and you don’t really want to 
draw extra cards (especially since this has¬ 
tens the appearance of the next agenda 
card). Drawing a hit in these situations 
lets you convert your extra actions into a 
full bank account, while showing the 
Runner that there’s nothing more you 
need to do to get ready for an assault. 

It pays to advertise. Of course, one 
bit per action is often not enough, espe¬ 
cially at the beginning of the game or 
immediately after you’ve made some 
major expenditure. In these situations 
you’ll want to use cards that let you draw 
money quickly. For quick cash, don't 
ignore rhe nodes that give you money: 
while they may seem risky, since you have 
to protect them, you don’t have to rez 
them right away, and their fairly high 
trash cost makes the Runner less likely to 
trash them. A good tactic with these 
nodes is to install them, even unpro¬ 
tected, without rezzing them; when you 
are ready (typically at the start of one of 
your turns), rez the node and use it as 
many times as possible that turn. 

Meeting Adjourned.., 

The best overall strategy when playing 
the Corporation is to keep the Runner off 
balance as much as possible. Suckering 
her into running on forts that you don’t 
really care about, mixing up the defenses 
that you build around forts you do care 
about, and encouraging the Runner to 
install as many different types of cards 
as possible are all key elements of a 
winning deck. 

Once you’ve played a few games, 
though, you may want to break out of the 
corporate mold and experiment with 
alternative approaches—perhaps a deck 
that concentrates on attacking the Runner 
rather than hiding inside your data forts, 
like my “Tag ’Em and Bag ’Em” deck. 
And, above all, play some games as the 
Runner! There's no better way to figure 
out what an opponent is thinking than to 
step into his shoes—or MU—for a day. 

As the team will tell you , Tom Wylie is 
the one “who made Netrunner happen. ” 
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S o you’re a new Netrunner player 
out to save the world from the 
Corp, and, hey, if you make a few 
bucks as a result, so much the 
better—right? You’ve got it all planned 
out: You’ll get a leg up early, running on 
whatever forts the Corporation leaves 
unprotected and scoring some easy 
agenda. Then, since making runs after the 
Corp gets its defenses up is a lot harder— 
and might just get you flatlined—you’ll 
spend most of your time digging through 
your deck to find the icebreakers you 
need and getting money to install and use 
them. Once you’re set up, you 11 be back 
in the position you like: being in charge. 
As long as you keep a steady income, you 
should be able to go wherever you like on 
the Net—ice or no ice. Then you’ll be 
well on your way to scoring agenda 
points and winning the game. 

Of course, in Netrunner it only works 
like that on a good day.... 

Corps Run the World 

When you decided to become a Runner, 
you probably figured you’d be in charge, 
doing what you wanted, and the Corps 
had better watch out. After all, you’re 
your own boss, and you’re the one run¬ 
ning the offense; you decide when and 
where to run, and the Corp has to build 
its defenses to stop you. Unfortunately, a 
lew games of Netrunner will teach you 
the truth: Corps run the world, and with 
them in charge, you can't expect to have 
too many good days. Running is a job of 
reacting and adjusting to what the Corp 
does. Once the Corp gets its defenses up. 


you’ll find that you probably don’t have as 
much time as you like to search your 
deck for the resources and tools you’ll 
need. At times, you’ll have to start run¬ 
ning before you’re ready. Hopefully, if you 
have to run, you’ll steal some agenda and 
slow the Corp down, or at least force the 
(x>rp to waste bits rezzing ice. 

But the Corp will be trying to throw 
you off balance, and you’re going to have 
to stay ahead of the Corp to win the game. 
Outlined here are basic principles of 
netrunning, which can help you keep the 
Corporation out of the drivers seat. 

Know When to Run 

The key to success as the Runner is mak¬ 
ing the right number of runs. If you don’t 
run enough, you won’t put enough pres¬ 
sure on the Corp and it will be too easy 
for the Corp to score agenda. A common 
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mistake made by beginning Runners is io | 
run only when they are sure they will he 
successful (when they have a complete | 
of icebreakers and lots of bits, for exam¬ 
ple) or to run only when they know the. 
won’t be hurt too badly if they aren’t sue- | 
cessful (when they’re ready with cards 
that reveal ice ahead of time, for exam- 
pie). But every action you spend making 
your run safer is an extra action you are 
giving the Corp to score its agenda. You 
can easily lose in Netrunner by making 
your run one turn or even one action to | 
late. Conservative Runners tend to lead 
pretty boring lives (there’s no excitemen; 
if you know you’re not going to hit a 
nasty AP routine), and they also lose a 
lot, because Corps simply grind them 
into the dirt. 

On the other hand, if you run too 
often, you’ll find that you are too slow 
in getting set up, and the Corp will win 
before you can ger to the end stage of 
the game, during which the Runner usu¬ 
ally has an advantage. In addition, reck¬ 
less running—running when you don’t 
have a sentry-breaker out, for example- 
can often do serious damage to your 
resources. The Corp is usually trying to 
bluff you into not running when you 
should or running when you shouldn’t. 
Being able to call those bluffs effective! y I 
is the key to winning as the Runner. 

When determining when and when 
to run, keep an eye on the Corps 
resources. Remember that the less money | 
the Corp has, the less likely it is that it 
can rez something nasty. Code Corpse, 
for example, has a good chance of flatlin¬ 
ing you if you stumble upon it unaware 
but it does cost the Corp 10 hits to rez. 


Getting Yourself Set 

In order to keep the Corp-dominated sec¬ 
ond phase of the game short, you need I 
spend the time when you aren’t running 
building up your capabilities. As the Run-1 
ner, you have a wide variety of tools for 
deck management: There are several way's 
to draw extra cards, and there are quite 
lot of ways to search through your deck 
and take a card into your hand. The latter! 
method is more precise, hut it can often 
slow your development since you have to | 
spend an action and some extra hits to 
make the search. If you think you’ll need 
to install lots of different types of tools 
during the course of any game, it is prob I 












ably more efficient to put several of each 
in your deck and then draw through your 
deck rapidly. If you are expecting to put 
only a few tools into play, searching will 
be more efficient. 

Breaking the Ice 

When setting up, your first priority will 
be to assemble the necessary icebreakers. 
All but the strangest Corp decks will use 
ice to stop your runs, so to be any threat 
to the Corp you’ll need to get out those 
icebreakers. Most icebreakers are either 
wall-, sentry-, or code gate-breakers. 

You’ll certainly want to have all three 
kinds of icebreaker in your deck, since 
you won’t know what kind of ice the 
Corp is playing with. In addition, most 
of the icebreakers in Netrunner fall into 
three categories. First, there are small ice¬ 
breakers, such as Worm. These icebreak¬ 
ers typically have a low strength (2 for 
Worm) that is hard to increase (3 bits for 
+1 strength with Worm) but that don’t 
require you to pay much to break a sub¬ 
routine (with Worm, breaking subrou¬ 
tines is free). These icebreakers are 
excellent against small ice but poor or 
useless against large ice. 

The second category of icebreaker is 
the large icebreaker, such as Ramming 
Piston. These icebreakers have a high ini¬ 
tial strength (5 for Ramming Piston) and 
require many bits to break subroutines (2 
bits for each subroutine with Ramming 
Piston). These icebreakers are good 
against large ice but very inefficient 
against small ice, especially small ice 
that has multiple subroutines. 

The final category of icebreaker is the 
flexible icebreaker, such as Jackhammer. 
These icebreakers typically have low 
strength (0 for Jackhammer) but are rela¬ 
tively cheap to make stronger (1 bit for 
+ 1 strength with Jackhammer) and cheap 
to break subroutines (with Jackhammer, 
breaking subroutines is free). These ice¬ 
breakers are not especially good or bad 
against either small or large ice, and they 
can be the best option available against 
large, complex ice. 

Ideally, you'd use large icebreakers 
against large ice and small icebreakers 
against small ice. However, wise Corps 
will play with both small and large ice. 
Since your MU and bits are limited, it 
will sometimes be easier just to use 
flexible icebreakers. Also, since you 


often don’t know ahead of time what 
kind of ice you'll face, the flexible ice¬ 
breakers may be a safer bet. 

While the nature of your deck will 
determine whether you should play with 
flexible icebreakers, large icebreakers, or 
small icebreakers, it is critical that you 
don’t play only with large or only with 
small icebreakers, since this will leave you 
almost helpless against many types of ice. 

Note that since icebreakers are almost 
always crucial and all icebreakers are pro¬ 
grams, your MU will often be tight. 
Non-icebreakers that are programs had 
better be very useful, or you’ll wish you 
had room to install more icebreakers! 

Once Tagged, Twice Shy 

Beyond icebreakers, the other basic tools 
you’ll need are base link cards, damage 
prevention cards, and cards that let you 
avoid or remove tags efficiently. The the¬ 
ory behind all of these types of cards is 
the same: Some Corps are relatively clean 
and will simply try to keep you out, but 
the nastier ones will try to track you 
down through the Net, set nasty traps, or 
send solo squads out to kill you—sure 
ways for you to get flatlined or have your 
tools and resources destroyed. Cards that 
let you avoid or remove tags are particu¬ 
larly important since once the Corp 
knows where you live you’re in imminent 
danger of dying. In addition, the damage- 
prevention and base link cards often have 
the bonus of being cheap ways to get past 
ice used to trace or do damage to you. 

Don’t Forget the Cash 

While you may not be into running for 
the money, don’t forget that without cold 
virtual cash you won’t get anywhere. Make 
sure that your deck has cards that let you 
draw bits more efficiently than the stan¬ 
dard 1 bit per action. Choosing the right 
money card will depend on the deck you 
are building and on which expense you 
can most afford: the large initial outlay 
required by cards like Score!, the card 
cost represented by smaller cash cards like 
Livewires Contacts, or the time and 
actions it takes for cards like Rigged 
Investments and Broker to pay off. For 
more specialized money, you might want 
to opt for cards like Vewy Vewy Quiet, 
which provides bits each turn towards 
paying for using icebreakers. You’ll put in 
some up-front investment, but they’ll 



make each run cheaper and eventually 
pay for themselves. Remember, though, 
not to go overboard with your money 
cards. Playing with too little money will 
really hurt, since it will take you a long 
time to collect the necessary fuel to power 
your icebreakers. On the other hand, 
playing with too many money cards can 
drastically slow your quest for the non¬ 
money cards you need in your deck. 

You’re Still Your 
Own Boss 

Now that you know the basic principles 
of running, it may sound almost as rou¬ 
tine and boring as being a Corporate 
sysop. But the real fun of Runner deck 
construction is still to come. When 
you’ve made it to the stage of the game 
where you can make a run on any fort 
because you have all rhe wall-, sentry-, 
and code gate-breakers you need in play, 
what are you going to do? Perhaps the 
simplest strategy is to have an efficient 
way to collect bits and to dig deep into 
the Corp’s R&l) to see all agenda cards 
before the Corp can, practically guaran¬ 
teeing that the Corp will never score. Or 
maybe you should stunt Corporate 
growth by attacking the Corp’s ice or bits. 
Or, if you can give the Corp enough virus 
counters, it may be forced to skip lots of 
actions to get rid of them. There’s only 
one way to decide on your best strategy: 
jack yourself into the Net and see what 
the Corps got waiting for you. 



ELiST MAY 199< 










^v,u™v 


Make way for Netrunner] 

the hot new trading card gc-J 
from Wizards of the Coast, i*:| 


Assume the role ot a free-spirited runner as you hack you 
fortified gates to find the hidden agenda! 


Challenge yourself to a run! You could win one of over 130 pt 
with a Pentium 75 MHz processor. To enter, log on to Send 
at http://www.nuke.com OR visit Wizards of the Coast's Web 
Contest dates- March 15 through April C 
■ For more information, call Wizards of the Coasts Customer Ser 


















There is no limit to 
the number of MU 
the Runner may 
have at one time. 





There is no limit to 
the number of tags a 
Runner can receive. 








Spend an action 


Trash (a cost tor a special function t 



Spend X bits to trash [g 
A number (X) of bits jQfc 


An ice subroutine ^ 
1 difficulty 
1 agenda point “| 
Rez cost of O 1 
Installation cost or cost to play of O “\ 


Quick Reference Guide 


Runner Turn Summary: The Runner s 
turn consists of taking four actions. The 
Runner can do any one of the following 
things for each of his or her four actions: 

• Draw a card from the stack. 

• Take O from the bit bank and add it to 
his or her bit pool. 

• Install a hardware, resource, or 
program card. The card’s installation 
cost is paid immediately. 

• Play a prep card. 

• Make a run on a data fort. Runner must 
deal with each piece of rezzed ice. 
starting with the outermost and working 
in. The Corporation has a chance to 
rez each piece of ice in turn as the 
Runner approaches it. If the Runner 
passes all ice on the fort or if there is 
no ice on the fort, the Corporation has 
a chance to rez nodes or upgrades on 
the fort before the Runner accesses 
the fort’s contents. 

• Pay 0 to lose a tag. 

Cards in play might let the Runner perform 
actions (§9) not listed here or give him 
or her additional actions. 


Objective: The Corporation’s goal is to score agenda cards worth a total of 7 
points. The goal for the Runner is to liberate 7 points worth of agendas from the 
Corporation (or “stear that much agenda, depending on your point of view). The 
Corporation also wins if the Runner is forced to discard more cards than the 
number of cards he or she has in hand, in which case the Runner is considered 
flatlined. or brain dead. If the Corporation has to draw a card from its deck when 
the deck is exhausted, the game ends in a victory for the Runner. 

Start of Game: The Corporation and the Runner each take © and draw five 
cards. The Corporation takes the first turn. 

End of Turn: At the end of his or her turn, each player discards down to his or 
her maximum hand size, which began the game at 5. 

Breaking Ice: When the Runner encounters a piece of ice. he or she must break 
the subroutines of the ice, or suffer their effect. Remember that a subroutine only 
ends the run if it says so. To break a piece of ice, the Runner must have an 
icebreaker that breaks the appropriate type of ice, and must pay the appropriate 
cost for each subroutine he or she wishes to break. An icebreaker cannot be 
used if its strength is less than that of the ice: most icebreakers allow the Runner 
to increase their strength during encounters with ice. If the strength of an icebreaker 
is increased, it falls back to its normal value after the encounter with the present 
piece of ice. 

Trace and Link: . _ . 

• The Corporation uses a card that allows a trace, and pays © for each point 
of trace value. Corporation trace cards say 'Trace 0 ,’; where n is the trace limit, 
that is the maximum number of bits the Corporation can spend to perform 
the trace The Runner must have a card that supplies links (or lowers the 
Corporation’s trace), or else the trace automatically succeeds. Note that the 
Runner must pay to reestablish link value, and the Corporation must pay to 
reestablish trace value, for each trace attempt. 

• The Runner and the Corporation each secretly note the number of bits spent 
to gain links and perform a trace, respectively. Each side then reveals the 

• ^^Corporation's trace value equals or exceeds the Runner’s link, the 
Corporation’s trace is successful, and its effect takes place. 

Taas Sometimes a trace effect or other card effect gives the Runner a tag (use 
oennies qlass beads, or whatever to represent tags). A tag is a clue to the 
Runner’s identity or to the location from which he or she is interfacing with the 
Net A taqged Runner is vulnerable to many card effects; moreover, the Corp 
can take an action to pay © to destroy any one resource that the tagged Runner 
has in play. A Runner may remove a tag on his or her turn by taking an action 

to pay ©• 
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Quick Reference Guide 


Corporation Turn Summary: The 

Corporation’s turn consists of drawing a 
card from R&D and then taking three 
actions. The Corporation player can do 
any one of the following things for each 
of his or her three actions: 

• Draw another card from R&D. 

• Take O from the bit bank and add it to 
his or her bit pool. 

• Install an agenda, ice, node, or upg 
card. Cards are installed face down. 
Ice has an installation cost in bits equal 
to the number of ice cards already 
installed on that data fort. 

• Play an operation card. 

• Advance a card, such as an agenda, 
that is capable of being advanced. (Pay 
O to the bit bank to receive an 
advancement counter, which must 
immediately be placed on a card 
capable of being advanced.) 

• Pay O to destroy a resource of the 
Runner if the Runner has a tag. 

Cards in play might let the Corporation 
perform actions (.*.) not listed here or 
give it additional actions. 


Spend an action 

Trash (a cost for a special function) 


X] Spend X bits to trash 


O A number (X) of bits 


O An ice subroutine 
“| 1 difficulty 

| 1 agenda point 

"| Rez cost ot 0 

HR 

"| Installation cost or cost to play ot 0 


Objective: The Corporation’s goal is to score agenda cards worth a total of 7 
points. The goal for the Runner is to liberate 7 points worth of agendas from the 
Corporation (or “steal” that much agenda, depending on your point of view). The 
Corporation also wins if the Runner is forced to discard more cards than the 
number of cards he or she has in hand, in which case the Runner is considered 
flatlined. or brain dead. If the Corporation has to draw a card from its deck when 
the deck is exhausted, the game ends in a victory for the Runner. 


Start of Game: The Corporation and the Runner each take 0 and draw five 
cards. The Corporation takes the first turn. 


End of Turn: At the end of his or her turn, each player discards down to his or 
her maximum hand size, which began the game at 5. 


Breaking Ice: When the Runner encounters a piece of ice, he or she must break 
the subroutines of the ice, or suffer their effect. Remember that a subroutine only 
ends the run if it says so. To break a piece of ice, the Runner must have an 
icebreaker that breaks the appropriate type of ice, and must pay the appropriate 
cost for each subroutine he or she wishes to break. An icebreaker cannot be 
used if its strength is less than that of the ice: most icebreakers allow the Runner 
to increase their strength during encounters with ice. If the strength of an icebreaker 
is increased, it falls back to its normal value after the encounter with the present 
piece of ice. 


Trace and Link: 

• The Corporation uses a card that allows a trace, and pays 0 for each point 
of trace value. Corporation trace cards say “Trace n ,” where n is the trace limit, 
that is, the maximum number of bits the Corporation can spend to perform 
the trace. The Runner must have a card that supplies links (or lowers the 
Corporation’s trace), or else the trace automatically succeeds. Note that the 
Runner must pay to reestablish link value, and the Corporation must pay to 
reestablish trace value, for each trace attempt. 

• The Runner and the Corporation each secretly note the number of bits spent 
to gain links and perform a trace, respectively. Each side then reveals the 
number. 

• If the Corporation’s trace value equals or exceeds the Runner's link, the 
Corporation’s trace is successful, and its effect takes place. 


Tags: Sometimes a trace effect or other card effect gives the Runner a tag (use 
pennies, glass beads, or whatever to represent tags). A tag is a clue to the 
Runner's identity or to the location from which he or she is interfacing with the 
Net. A tagged Runner is vulnerable to many card effects; moreover, the Corp 
can take an action to pay 0 to destroy any one resource that the tagged Runner 
has in play. A Runner may remove a tag on his or her turn by taking an action 
to pay 0 . 
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by J.M. White 
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Shiver 
Me Timbers 


I 


Star Wars 
Top Cards 


’ t is a winter wind that chills the CCG industry into a 
semi-dormant state as the big releases of Christmas cast a 
shadow over all others to come. Star Wars*, Middle-earth: 
.The Wizards™, and Magic: The Gathering* reign supreme 
as the collectable choices, while the second tier of Overpower™, 
Guardians \ Shadowfist \ Rage™ (and in some areas, Legend of 
the Five Rings '' and Heresy M ) are quietly strong. 

The burst of sports games in November and December has 
quieted; the next releases aren’t due until summer. Gridiron w . 
Red Zone™ and Top of the Order™ remain strongly supported, 
even through the roughest season in retail. The 1996 lineup 
doesn’t truly begin until spring, with Mythos™, Netrunner 
ME: The Dragons™, Arcadia™, Dark Age™, Alliances and 
Killer Instinct™ leading the way. This is the year of licenses— 
virtually every product released or announced is licensed. With 
established brand power driving some of these releases, it will 
be interesting to see how 
licenses compete with the big 
names for a share of the market. 

X-Files™ is perhaps the biggest 
announcement, with NXT 
Games/Donruss launching it in 
July. The summer looks like a 
battlefield in the making: Shad- 
owrun ™. Alliances , Dark Age™, 

Star Wars, and A New Hope ™ 
will all be competing for a big 
piece of the action. 


been dealt with by the rapid 
market changes of late 1995, 
and those who are left are more 
conservative in purchasing as 

tax season looms. Old inventories are liquidated at a loss in an 
attempt to turn dead stock into cash. 

Star Wars and Middle-earth make up the active singles 
scene, with prices for both stabilizing. While Decipher printed 
around 300 million cards, l.C.E. limited their run to 45 mil¬ 
lion, making ME:TW highly sought-after. 1 he second, unlim¬ 
ited’' run for both games hits shortly. While both games are 
being played, it appears that the vast majority of buyers of an 
initial release are collectors first and players second. It’s not 
until the second release that the product can be labeled as 
purely a collectable or as a "true CCG.’ 

According to the America Online folders, both Star Wars and 
ME:TW are popular with fans. When 1 was browsing, 195 mes¬ 
sages were posted for ME: I W and 490 were posted for Star 


ME:TW 
Top Cards 


CARO NAME 

MEDIAN 

CARD NAME 

MEDIAN 

Darth Vader 

$47.60 

The One Ring 

$10.00 

Luke Skywafker 

$33.00 

Balrog of Moria 

$10.00 

Han Solo 

$30.00 

Bilbo 

$10.00 

Obi-Wan Keoobi 

$30.00 

Eye of Sauron 

$8.00 

Leia Organa 

$27.50 

Galadriei 

$8.00 

Millennium Falcon 

$25.00 

Hobbits 

$8.00 

O3P0 

$20.00 

Smaug 

$8.00 

Devastator 

$15.00 

The Will of Sauron 

$8.00 

Grand Moff Tarkin 

$13.50 

The Precious 

$8.00 

Obi-Wan’s Lightsaber 

$10.00 

Frodo 

$7.80 

Voder's Custom Tie 

$10.00 

The Pale Sword 

$7.50 

Vader's Lightsaber 

$10.00 




Scryt Median 

Prut, Mirth 1996 



Wars. Almost every one of the Star Wars messages concerned 
pricing or trades, while in the ME:TW folder there was often a 
rules query or card clarification question posted. 

It appears that a large market share is divided between these 
two games and Magic. WotC will have released only 1 40 new 
cards into the market in a little less than a year. The next 
Magic expansion after Alliances, Mirage “—not due out until 
October—is Ice Age'‘-size but is being released almost exactly a 
year after Homelands iM . The question stands: will 1 40 new cards 
succeed in continuing the influx of new players into the indus¬ 
try—or will the weight of that duty, which previously fell upon 
WotC, settle on another company’s production team? 

The future of single cards rests heavily on the pocketbooks 
and the continued interest of gamers. From all reports, Home¬ 
lands was either too weak or overprinted or both. Regardless, 
the set still sells well, and Ice Age and Fourth Edition “ have 
^ mmmmmmm—mmm remained popular. The 1996 

WotC plan should kick in with 
Alliances. I expect the set to be 
a much more limited edition 
than Homelands , with Mirage 
continuing that pattern. 

The prices shown here from 
Scrye #13 show the top cards 
from the two hottest sets over 
January: Star Wars and 
ME:TW. These prices should 
not be taken as gospel, how¬ 
ever; when a new set comes 
out, prices vary. For example, 
The One Ring has an upper 
quartile price of $22.50 and a 
lower quartile price of $5.00, 
which means that a quarter of 
the stores priced it higher than $22.50 and a quarter priced it 
lower than $5.00. Stores wanted to sell singles badly—so badly 
that they threw a dart, hit a price, and went with it. 

With Star Wars and ME:TW, the first cries for single cards 
came heavily from the collectors. It’s likely (especially with 
MF1:TW) that the prices will change in the coming months as 
players begin to stack their decks. Star Wars character cards are 
likely to stay on 

top, though they may change in price. 

So as Mister Winter blows his last, the future of CCGs is 
still in the hands of you—the gamer—as it always was. As I put 
down the pen, I shiver involuntarily.... 

J. M. White is the publisher of Scrye: Guide to Collectible Card Games. 
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Card Reprint Policy 

March 4, 1996 







INTRODUCTION 
Wizards of the Coast understands that 
many of you were surprised by the 
quantity and selection of cards from the 
Arabian Nights , Antiquities *, Legends , 
and The Dark expansion sets that we 
reprinted in Magic: The Gathering — 
Fourth Edition and Chronicles . We 
have therefore created this Magic: The 
Gathering Card Reprint Policy to 
explain why we choose to reprint cards 
and how many cards from which 
expansion sets you can expect to see 
reprinted in future Magic products. 

WHY MAGIC CARDS 
ARE REPRINTED 
Magic: The Gathering has tremendous 
appeal both as a game and as a col' 
lectible; however. Wizards of the Coast 
is a game company, and we believe that 
Magic is first and foremost a supreme 
game of strategy and skill. We choose 
to reprint certain cards from limited 
expansion sets in products like Fourth 
Edition and Chronicles because we 
believe that the cards we reprint make 
for enjoyable game play and that Magic 
players deserve an opportunity to play 
with these cards. 

Wizards of the Coast understands 
that Magic also appeals to many of you 
as a collectible. For this reason, it has 
always been our policy' to print any 
card with a new card power in black 
border before or at the same time as it 
is printed in white border. It has also 
been our policy never to reprint in 
black border a previously published 
Magic card using identical art and card 
power. The purpose of these policies 
was to make the black-bordered, lim¬ 
ited-edition versions of Magic cards as 
collectible as possible. 

We have discovered, however, that, 
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in addition to the limited nature of our 
black-bordered products, much of the 
collectibility of a Magic card is deter¬ 
mined by its availability for game-play 
purposes. Accordingly, we have decided 
to expand on our previous policies by 
creating a new category of cards, called 
“Reserved Cards,” that we will never be 
printed again in black or white border 
in game-functionally identical form. 

RESERVED CARDS 

As mentioned above. Reserved Cards 
are cards that we will never print again 
in black or white border in game-func- 
tionally identical form. For this pur¬ 
pose, a card is “game-fit net ionally 
identical** it it has the same card power 
and casting cost as another card. Note 
that the exclusion of any particular card 
from the Reserved Card list does not 
indicate that we have any plans to 
reprint that card. 

The current list of Reserved Cards 
includes 1) all cards from Alpha/Beta 
Editions that do not appear in Fourth 
Ldition or Ice Age ; 2) all uncommon 
and rare cards from Arabian Nights 
and Antiquities that have not yet been 
reprinted in white border (that is, that 
do not appear in Revised [Third Edi¬ 
tion], Fourth Edition , or Chronicles ); 
and 3) all rare cards from Legends and 
The Dark that have not yet been 
reprinted in white border. Accompany¬ 
ing this Magic: The Gathering Card 
Reprint Policy is a current list of all 
Reserved Cards {see facing page), 

REPRINTING CARDS FROM 
FALLEN EMPIRES AND 
SUBSEQUENT PRODUCTS 
In order to create products that are 
enjoyable for Magic players. Wizards of 
the Coast may reprint cards from 


Fallen Empires , Ice Age , Homeland 
and subsequent limited expansion sc:>. 
as well as cards from Chronicles. In 
order to maintain the collectibility ,>? 
these products, however, Wizards ot tiu 
Coast will reprint in white border no 
more than 25 percent of the rarest 
cards from Chronicles , Fallen Empire 
or any subsequent limited expansion 
set. At least 75 percent of the rare : 
cards from each of these sets will neu-r 
be reprinted in either black or white 
border. For this purpose, the rarest 
cards from a given expansion set are all 
of those cards that appear with the low¬ 
est frequency on the rarest press sheet 
used to print that expansion (i.c., card' 
from Fallen Empires , Chronicles , and 
Homelands designated “Uncommon 1 
and cards from Ice Age designated “Rat 
1” in The Duelist magazines card lists 
for these sets). 

In conjunction with the release ot 
each new edition of the basic game, 
such as Fifth Edition , we will 
announce which sets were considered 
eligible to have cards from them rotated 
into the basic game. Any rare card freer, 
those sets not rotated into the basic 
game at that time will become a 
Reserved Card and thus will never Im¬ 
printed again in black or white border 
in game-fiinctionally identical form. 

NON—ENGLISH -LANGUAGE 
EDITIONS 

Note that the foregoing policies 
both to English-language and non 1 r 
1 ish-language cards. The only exception 
to this is that special considerations 
which arise when commencing public 
tion of Magic in a new language ma\ 
force us to publish some cards in that 
new language in white-border form t‘ 
instance, as part of Fourth Edition ) 










without first publishing all of those 
cards in that new language in black- 
border form. 

In addition, note that the Arabian 
Nights, Antiquities, Legends, and The 
Dark expansion sets will not be printed 
in black- or white-border form in any 
additional languages, although cards 
from these expansion sets may be 
printed in additional languages in 
black- or white-border form as part of 
non-Knglish-Iangtiage editions of the 
basic game or Chronicles. Chronicles, 
Fallen Empires, and subsequent limited 
expansion sets may be printed in black 
border in additional languages. Wizards 


of the Coast will periodically announce 
when anv of these products are being 
removed from consideration for 
reprinting in additional languages. 

SPECIAL-PURPOSE 

REPRINTS 

All of the policies described herein 
apply only to standard, tournament- 
legal Magic cards of standard size and 
bearing the standard Magic card back. 
Wizards of the Coast has printed and 
may continue to print non-standard 
versions of cards for sale or promo¬ 
tional use, such as factory sets and 
oversized cards. 


MAGIC: THE GATHERING CARD REPRINT POLICY 

Reserved Card List 


Limited Edition (Alpha/Beta) 

Mox Sapphire 

King Suleiman 

Cleanse 

Reverberation 

Ancestral Recall 

Natural Selection 

Library of Alexandria 

Disharmony 

Ring of Immortals 

Badlands 

Nettling Imp 

Merchant Ship 

Divine Intervention 

Rohgahh of Kher Keep 

Basalt Monolith 

Plateau (Brudi) 

Old Man of the Sea 

Elder Spawn 

Spinal Villain 

Bayou 

Plateau (Tucker) 

Pyramids 

Eureka 

Spiritual Sanctuary 

Berserk 

Psionic Blast 

Ring of Ma’rOf 

Falling Star 

Storm World 

Black Lotus 

Raging River 

Sandals of Abdallah 

Field of Dreams 

Sword of the Ages 

Blaze of Glory 

Regrowth 

Serendib Djinn 

Firestorm Phoenix 

The Tabernacle at 

Braingeyser 

Resurrection 

Shahrazad 

Forethought Amulet 

Pendrell Vale 

Camouflage 

Roc of Kher Ridges 

Singing Tree 

Gosta Dirk 

Telekinesis 

Chaos Orb 

Rock Hydra 

Ydwen Efreet 

Gravity Sphere 

Tetsuo Umezawa 

Clone 

Sacrifice 


Gwendlyn Di Corci 

Thunder Spirit 

Consecrate Land 

Savannah 

Antiquities 

Halfdane 

Tuknir Deathlock 

Contract from Below 

Scrubland 

Argivian Archaeologist 

Hazezon Tamar 

Typhoon 

Copper Tablet 

Sedge Troll 

Candelabra of Tawnos 

Hellfire 

Ur-Drago 

Copy Artifact 

Sinkhole 

Citanul Druid 

Imprison 

Willow Satyr 

Cyclopean Tomb 

Sol Ring 

Damping Field 

In the Eye of Chaos 

Wood Elemental 

Darkpact 

Taiga 

Gaea’s Avenger 

Infinite Authority 


Demonic Attorney 

Time Vault 

Gate to Phyrexia 

Invoke Prejudice 

The Dark 

Demonic Hordes 

Time Walk 

Golgothian Sylex 

Jacques le Vert 

City of Shadows 

Demonic Tutor 

Timetwister 

Haunting Wind 

Jovial Evil 

Cleansing 

Dwarven Demolition 

Tropical Island 

Martyrs of Korlis 

Knowledge Vault 

Eternal Flame 

Team 

Tundra 

Mightstone 

Kobold Overlord 

Exorcist 

Earthbind 

Two-Headed Giant 

Mishra’s Workshop 

Lady Caleria 

Frankenstein’s Monster 

False Orders 

of Foriys 

Power Artifact 

Lady Evangela 

Goblin Wizard 

Farmstead 

Underground Sea 

Powerleech 

Land Equilibrium 

Grave Robbers 

Fastbond 

Vesuvan Doppelganger 

Su-Chi 

Life Matrix 

Hidden Path 

Forcefield 

Veteran Bodyguard 

Tawnos’s Coffin 

Lifeblood 

Knights of Thorn 

Fork 

Volcanic Island 

Transmute Artifact 

Living Plane 

Lurker 

Gauntlet of Might 

Wheel of Fortune 

Urza’s Miter 

Livonya Silone 

Mana Vortex 

Granite Gargoyle 

Word of Command 

Weakstone 

Mana Matrix 

Martyr’s Cry 

Guardian Angel 

Ice Storm 

Arabian Nights 

Legends 

Master of the Hunt 

Mirror Universe 

Nameless Race 

Niall Silvain 

Illusionary Mask 

Ali from Cairo 

The Abyss 

Moat 

Preacher 

Invisibility 

Bazaar of Baghdad 

Acid Rain 

Mold Demon 

Psychic Allergy 

Jade Statue 

City in a Bottle 

Adun Oakenshield 

Nether Void 

Scarwood Bandits 

Juggernaut 

Diamond Valley 

Al-abara’s Carpet 

North Star 

Season of the Witch 

Kudzu 

Drop of Honey 

Alchor’s Tomb 

Nova Pentacle 

Sorrow’s Path 

Lance 

Elephant Graveyard 

All Hallow’s Eve 

Pixie Queen 

Stone Calendar 

Lich 

Guardian Beast 

Angus Mackenzie 

Planar Gate 

Tracker 

Living Wall 

Ifh-BIff Efreet 

Bartel Runeaxe 

Quarum Trench Gnomes 

Worms of the Earth 

Mox Emerald 

Island of Wak-Wak 

Boris Devilboon 

Ragnar 

Wormwood Treefolk 

Mox Jet 

Jihad 

Caverns of Despair 

Ramses Overdark 


Mox Pearl 

Juzam Djinn 

Chains of 

Rapid Fire 


Mox Ruby 

Khabal Ghoul 

Mephistopheles 

Rasputin Dreamweaver 
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Its the bottom of the ninth , 
with two outs and the bases 
loaded. Your team's slugger 
steps up to the plate. The 
crowd is on its feet. The 
pitcher gets the sign from the 
catcher. He starts his wind 
up. The pitch. The swing. A 
weak grounder back to the 
pitcher. The pitcher takes a 
couple of steps towards first. 
He flips the ball to the first 
baseman. The third out. The 
cheering stops. You leave the 
park feeling dejected. Wel¬ 
come to Top of the Order. 



Top of the Order™ 

NXT Games, 

Im Jolla, CA and Donruss, Inc., 
Lake Forest , IL 

FORMAT 

360-card set in four rarities; 
80-card starter deck, $9.95; 
12-card booster, $2.79; 
Deluxe Twin Starter Set 
(with two decks and 
scoring wheel), $19.95. 

For 2 players 

DESIGN 
NXT Games 

(Duncan Macdonell, Ron Kent, 
Larry Coble) 

GRAPHIC DESIGN 
Ixs Kollcgian 

CONTACT 

NXT Games: 
nxtgames^cts.com 
Web: wwAv.nxtgames.com 



Minor-league results 
FROM THE FIRST MAJOR LEAGUE GAME 

reviewed by Bill Rose 


T op of the Order is a trading 
card game that attempts to 
create a simulation of major- 
league baseball, using major- 
league baseball players and teams. You 
are the general manager as w 7 ell as the 
field manager. You draft your team— 
starting pitcher, catcher, first baseman, 
second baseman, shortstop, third base- 
man, any three outfielders, and a desig¬ 
nated hitter (for those of you wdio prefer 
Junior Circuit rules)—from your deck of 
cards. After you draft your team, you 
shuffle the remaining cards of your deck 
and use these cards for your hitting and 
pitch selections. 

NX1 Games teamed up with Don¬ 
russ, longtime publishers of quality base¬ 
ball cards, to produce the game, and the 
results show. This is the best-looking 
baseball game available. But there are 
some problems, like the hitting chart that 
is included in each starter deck. After 
every pitcher-batter confrontation, you 
must look up the result on a forty-two- 
column, twenty-seven-row grid that’s not 
easy on the eyes. The results on the chart 
are in codes that must be learned. For 
example, “HG4” is a hard grounder to 
the second baseman and “WF9” is a 
warning track fly bail to the right fielder. 

Io start play, each manager draws 
seven cards for his or her hand. Then, 
after the batter is announced, each player 
selects a card from his or her hand. The 
upper-right-hand corner of each player 


card shows a type of swing. The upper- 
left-hand corner shows a type of pitch. 
Then each manager reveals the top card 
of each deck. This card determines the 
quality of the swing and the quality of 
the pitch. 

My team is at bat. Lets say I choose a 
drive swing and then draw 7 red for swing 
quality, and my opponent chooses a 
skilled curveball, drawing yellow 7 for pitch 
quality. Now 7 its time to cross-reference 
the hitting chart. Yellow 7 skilled curveball 
versus red drive swing produces an "F8~ 
result, or a shallow 7 fly ball to center field. 
The next batter comes to the plate. Both 
managers fill their hands to seven cards 
and repeat the process. 

Top of the Order also includes a 
series of wild cards, which replace the 
pitch and swing abilities found on other 
player cards. Wild cards are played like 
interrupts in Magic™, each having a dif¬ 
ferent special effect on the game. 

STRIKE ONE 
ne problem w 7 ith Top of the 
Order is that it fails to accu¬ 
rately reflect players’ abilities. In 
order for Donruss to release the game last 
fall, the designers used players statistics as 
of the All-Star break. This generated 
bizarre results, such as Mark Johnson 
being rated better than 1994 Most Valu¬ 
able Player Jeff BagwdL Who is Mark 
Johnson? Hes a part-time first baseman 
for the Pittsburgh Pirates. Both players 

























were hitting about .260 at the break, and 
Johnson was hitting for slightly more 
power. However, Johnson ended the year 
hitting a meager .208 with 13 homers in 
221 at-bats, while Bagwell finished 
strong, hitting .290 with 21 dingers in 
448 at-bats. Bagwell was rated a hitter 
with a poor swing and average power, 
while Johnson was rated with a poor 
swing and excellent power. In Top of the 
Order fantasyland, Johnson is always bet¬ 
ter than Bagwell. 

The rating system grades hitters from 
0 to 4, with extra abilities for hitting with 
power, using hit-and-run, or bunting. 

The higher a hitters rating, the more 

skilled swings he can use. 
The difference between 
a normal swing and a 
skilled swing is that a 
skilled swing produces 
better results on 
average. 

San Francisco 
Giants utility 
infielder Steve 
Scarsone finished 
the season hitting .266 with 11 
HR in 233 at bats. Scarsone received a 
rating of a “Ty Cobb” swing with excel¬ 
lent power (the highest rating) due to a 
strong first half. Incidentally, Frank 
Thomas (.308/40 HR) had a rating iden¬ 
tical to Scarsones. Craig Biggio, the 1995 
Gold Glove at second baseman, is rated 
as an average fielder. The list goes on. I 
found all these examples from opening 
one eighty-card starter deck. 

The pitchers are also graded from 0 to 
4, with extra abilities. Advantages for 
higher-rated pitchers are similar to the 
advantages for higher-rated hitters. A rat¬ 
ing of 4 is supposed to be the best. Bob 
Wickman of the New York Yankees had 
an ERA of 3.77 and a rating of 4, while 
Jeff Russell of the Texas Rangers had an 
ERA of 3.06 and a rating of 1. The rat¬ 
ings of pitchers seem to be arbitrary. 

NXT Games will release a new set of 
player cards every year. The next set. Top 
of the Order ’96, is a new 270-card set 
scheduled to appear in June and will have 
player ratings based on the entire 1995 
season. The card ratings will be more 
accurate than the ratings in the current 
set, but 270 player cards is less than ten 
players per team, and June 1996 is a long 
time to wait for ’95 cards. 



STRIKE TWO 

T op of the Order 

attempts to capture the 
feel of baseball by hav¬ 
ing each manager select the 
pitch thrown or swing made. *3 
Pitch selection includes nor¬ 
mal and skilled versions of a 
fastball, slider, curveball, 
and change-up, plus a pitchout. Swing 
selection includes normal and skilled ver¬ 
sions of pull, drive, opposite field, stay 
back, bunt, hit-and-run, and power 
swings. The problem is that you must 
choose from one of the seven cards in 
your hand. Randy Johnson cant throw’ a 
fastball unless you have a fastball card in 
your hand. Likewise, Ken Griffey, Jr., 
cannot use a pow r er swing unless you have 
a power swing card in hand. 

The game assumes that a mediocre 
pitcher can throw a skilled change-up. 
The next step up for pitchers is the ability 7 
to throw' a skilled curveball. Next, a 
skilled slider. Only the best pitchers can 
throw a skilled fastball. This means that 
Jose Mesa (rating 3) and Roger Clemens 
(rating 2) cannot throw skilled fastballs. 
Mesa saved forty-six games last year by 
throwing his fastball by hitters. Clemens 
is one of the greatest fastballers ever. Top 
of the Order forces managers to micro¬ 
manage down to the choice of pitch, then 
denies them realistic options. 

STRIKE THREE 

T he biggest weakness of Top of the 
Order is in the game mechanics. 
The basic game system is based 
on each cards having a pitch type and a 
swing type, plus a quality-of-pitch rating 
and a quality-of-swing rating. 

Regardless of the type of pitch throwm 
or swing made, half the time (in a ran¬ 
dom assortment of cards) the quality of 
the pitch or swing will be average. The 
rest of the time the quality will be poor 
for the type of pitch or swing found on 
the card and good for the opposite type 
of pitch or swing on the card. 

In other words, you can fill your deck 
with only skilled pitches, but then vour 
draw for pitch quality would always be 
average or poor, never good. If you want 
to throw' good skilled pitches you need to 
include normal pitch cards. Intuitively, 
this system should promote balanced 
deck construction. Balance is achieved— 



or so I first thought. 

If you examine the hitting 
chart, you will notice that it is 
impossible to hit a home run 
unless the pitch is poor quality. 
Build your deck with eighty 
percent normal pitches produc¬ 
ing average quality, and twenty 
percent skilled pitches producing 
good quality for normal pitches. 
When you play this deck, don’t throw' a 
skilled pitch, because if you do it will be of 
average or poor quality. On the other 
hand, eighty percent of your normal 
pitches will be average and the other 
twenty percent will be good. 

Using this deck, the expected batting 
average using an out-of-the-box deck is 
.205 w'ith 0 home runs. With this strat¬ 
egy, your staff of washed-up AAA pitchers 
could handle the ’27 Yankees. The quality 
of the pitcher doesn’t matter. All pitchers 
throw' normal pitches with the same fre¬ 
quency and quality. The only difference 
between Greg Maddux and Terry Mulhol- 
land is the name on the card. 

Slow and steady is the best pitching 
strategy, but all or nothing is the best hit¬ 
ting strategy. Your hitting strategy should 
be the opposite of your pitching strategy: 
Half your cards should be skilled swings 
producing good quality for normal 
swings, and the other half should be nor¬ 
mal swings producing good quality for 
skilled swings. Using 
this strategy you can up 
your offensive output 
against the premier 
pitching deck to a 
.220 average with 0 
home runs. Mike 
Piazza? Fred 
McGriff? In the 
end, it doesn’t 
matter. 

Top of the Order 
combines collectable baseball cards with 
a card game. They did a good job of pro¬ 
ducing baseball cards. Unfortunately for 
baseball fans, it fails as a game. Play is 
slower than in other games. There isn’t 
the feel of Greg Maddux on the mound 
or Barry Bonds at the plate. Don’t let the 
beauty of the cards deceive you. 

Bill Rose is a baseball fan and a game 
designer-developer in Wizards of the Coasts 
Research and Development group. 










Playing Cops and Robbers 

W 'e knew from the start that the name of this game 
would be Netrunner and that the game would 
focus on a battle in cyberspace and the exploits of, 
“runner,” a futuristic computer hacker. In choosing the atm; 
phere for a trading card game, I think there are mo critical ek 
ments: the conflict, which gives you the object of the game and 
defines the players, and the tools players use to achieve that 
object, which gives you the cards themselves. The cyberpunk 
genre, and CP 2020 in particular, offers an abundance of both 
elements. 

It was clear in the very early stages of development that the 
mechanics of the game were going to involve data piracy- 
breaking into corporate computer systems and pilfering infor¬ 
mation. The first model of the game pitted a player as Runner 
against a Corporation , with the actions of the Corporation 
determined by a neutral set of cards. Phis game was okay, but: 
lacked life. The neutral set of cards acting as a primary oppo¬ 
nent just couldn't have the same impact as a “live” opponent 
and no matter how we rationalized the rivalry between Run¬ 
ners, the real conflict was between the Runner and the Corp. 
The solution was simple: have players play both the Corpora¬ 
tion and the Runner. 

I've always disliked the concept of a player playing two rob 
simultaneously in a game; it is harder for me to immerse myC 
in the game if 1 am controlling both the cops and the robbers, 
prefer to have the roles taken by different players or to have die 
game itself play one of the roles. Since we had tried and dis 
liked the latter option, we tried the former: the players adopts 
either the Runner or the Corporation role for one game and 
then switched roles in the next. 

A nice side effect of moving to two distinct roles was the 
extra character the game gained from developing both sides ot 
the conflict. After all, there has to be something motivating th 
corporate character. It was fun designing both the nefarious 
underhanded Corp that engineers bioweapons and overthrows 
governments and the “good” Corporation, which builds 
archologies and space stations. 

I was fortunate to have Boh Kruger and Tom Wylie to help 
develop this flavor into a rich game atmosph ere. Bob, the 
games editor, is a cyberpunk enthusiast, who helped build an 
original interpretation of cyberpunk into the card game. Tom 
helped to keep the game within the realm of C.P 2020 and to 
cull the most intriguing parts of the license for the card game. 


strict interpretation 


of 


When we wanted to wander from the__ 

C -I 2020, lorn Wylie and Mike Pondsmith always enabled us 
to find a way. 


“For the Good of the Corp” 

O nce the two roles in the game were established, the 
basic game was set. The possibilities inherent in the 
two opposing sides posed an exhilarating challenge- 
each side was so different and would need such different tools! 
a ancing the game mechanics and the cards would be more 

1 ! ( rtant l ^ an * n ^ a g* c: poor balance in Magic would lead t( 
a situation where most people would want to use a small subset 


in the 


the m usings of 

Richard 

Garfield 


NETRUNNER CODER’S 
COMMENTARY: 

A Journey into Cyberspace 

I became fascinated with cyberpunk in 1988, when I 
read my first William Gibson hook, Count Zero. As I 
read about the genre in other places, I realized that the 
work of Gibson and others was part of an emerging, 
coherent world vision: the cybernetic augmentation of 
humans, the replacement of governments with corpo¬ 
rations as the seat of authority, a widening gap 
between the haves and have-nots in society, and most 
importantly, the struggle of the individual against the 
group—a struggle often enacted in the worldwide 
computer networks that have developed from a tool 
into an environment important in its own right. 
When I indicated my interest in doing a 
cyberpunk trading card game, Lisa Stevens intro¬ 
duced me to Mike Pondsmith, the co-creator of 
Cyberpunk 2020 m , the cyberpunk roleplaying 
game published by R. Talsorian Games. This 
was the summer of’93, when Magic made its 
first appearance in the game world. At the time. 
Wizards of the Coast had visions of coming out 
with two trading card games a year—a seem¬ 
ingly reasonable ambition given that roleplaying 
game companies usually came out with some 
kind of product every month—and we were 
looking for environments that lent themselves 
to this new game form. 1 liked Mike; he seemed 
like he’d he a great person to work with, so the 
agreements to produce a TCG based on Cyber¬ 
punk 2020 were made, and the Netrunner “ 
journey began. 



















of the cards, but poor balance in Netrunner would result in 
most peoples wanting to play the same side in the conflict 
every time, which would destroy the game. 

At this stage, playtesting consisted mostly of my playing the 
game with Skaff Elias late at night. Skaff insisted on playing the 
Corporation exclusively, and we got quite good at our roles. 
Skaff was disappointed that the better he played the Corp, the 
more 1 had to weaken the Corp side. For example, in those 
days you could put as much ice as you wanted on a fort, so the 
play area devolved into three huge forts, one for R&D, one for 
HQ, and one for advancing agenda. By increasing the cost of 
each piece of ice after the first, we saw the forts flatten and 
grow more numerous, and the game became more of an even 
struggle. Later the job of refining this balance was taken on by 
Tom Wylie and Jim Lin, which probably did a lot of good for 
the game—Skaff tried to play the Runner Tor the good of the 
G>rp,” but he never really could put his heart into it. 

Tom and Jim brought a lot to the game development from 
their experience with Magic and Vampire: The Eternal Strug¬ 
gle'™. Tom is probably the world authority on Magic rules, a 
title that brings with it a natural disdain for unclear and prob¬ 
lematic rules. It was a wonderful bonus that he was also a CP 
2020 enthusiast. Jim is no rules slouch himself, and he also 
brought a terrific talent for dissecting a games strategy, a talent 
that is essential for balancing a TCG. Many expert game play¬ 
ers contributed a spectrum of interesting decks, from Dave 
Petteys World Domination via Submarines to Charlie Catinos 
Circus Runner to Tom Wylie’s Tag ’Em and Bag ’Em, but Jim 
did the majority of synthesizing the data into theory of play. 

As we developed the game mechanics further and began to 
flesh out the card set, we continued to be concerned that play¬ 
ers might prefer playing one side more than the other. In par¬ 
ticular, we feared that players would prefer playing the Runner. 
The role of “information liberator” has a certain glamour, and 
to the uneducated eye, the Runner certainly seems to have 
more fun. But the Corp plays a much larger role in determin¬ 
ing the flavor of the game than the Runner does; after all, it is 
the agenda in the Corps deck that the Runner is going after, 
and it is the data forts that the Corp builds that the Runner is 
invading. Because the Corp gets to play cards facedown to the 
table, it often can—and has to—bluff, decoying the Runner 
away from valuable agenda, or enticing the Runner in only to 
spring some nasty surprises. One of the more amusing head 
games that came out of playtesting was the Corp s use of red 
glass beads to represent 1 bit and black glass beads to represent 
14 bits, a breakdown intended to intimidate the Runner—the 
nastiest, most expensive piece of ice in the game, Liche, 
requires 14 bits to activate! 

Playing the Magical Hacker 

N etrunner has a peculiar feature, one that I am just 

beginning to come to terms with which might be of 
interest to TCG deck engineers. In Magic, every card 
you draw that you cannot use greatly affects your chances of 
winning in top-level play. In Netrunner, I believe this is a lot 


less true: there is a larger latitude for speculative, narrow, situa¬ 
tional cards. These are the sorts of cards that keep me from 
being a top-flight Magic player—how can I play blue without 
tossing in a Magical Hack just for fun? In Netrunner, there 
will be a lot fewer games lost on speculative toss-ins, because 
variety is an advantage. In Magic, narrow, focused decks are 
often quite successful. In Netrunner, on the other hand, the 
Corp may focus somewhat successfully, but the Runner needs 
to be prepared for anything. To make up for this, the Runner is 
given deck-manipulation cards that would make any Magic 
player jealous—to say nothing of the Corporation. 

Another game mechanic that works nicely in Netrunner is 
that of damage. If the Runner takes damage during the course 
of the game, the Runner must randomly discard cards from 
his or her hand. If the Runner cannot discard enough cards, 
the Runner is flatlined and out of the game. Even cooler is 
brain damage , which works in the same way as damage except 
that the hand size of the Runner is permanently reduced. I 
have seen Runners get their hand sizes reduced to zero and be 
forced to use all the cards they drew during the turn in which 
they drew them! 

In Netrunner I embraced a technique that I started devel¬ 
oping in V:TES and that has become more and more a part of 
Magic—the mixing of cards and counters. As a designer you 
can create many more interesting possibilities by using cards 
and counters than by using just cards. There is, of course, a 
cost in the portability and flexibility of the playing area: 1 
can play Magic on an airplane tray-table, but Netrunner 
would be a lot harder. What you gain by mixing counters 
and cards, however, is a much more diverse game without 
many more rules complications. 


On the Road Again 

W hen we finally brought all the pieces 
together into the final game, 1 was 
really pleased with the way it turned 
out. In fact, my only disappointment is that we 
didn’t make the most of our trip to the world of 
information junkies toying with top-secret cor¬ 
porate plans. Now I realize what we should have 
done—we should have bought a mobile home, 
equipped it with portable uplinks, and sent 
notes to Wizards of the Coast from the Ever¬ 
glades or the Badlands. The Marketing Depart¬ 
ment would have to be creative to work around 
us, and we would certainly have irritated peo¬ 
ple who don’t like to receive product at the 
wrong time in the wrong quantity. And there 
might have been some friction between R. Tal- 
sorian and Wizards if each thought the other 
knew more about what was going on—but it 
would have been worth it! Next time, maybe. 




Before Netrunner ; Richard Garfield designed 
Magic: The Gathering — maybe you’ve heard of it? 
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Please tell us what you think! 
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The Official Deckmaster" Magazine 
Do us a favor...and you could win a Duelist life counter! 
Please Rate Our Magazine. 


How would you rate the articles and other features 
in this issue of The Duelist l 


Editorial (p. 5) 

Letters (p. 6) 

Reports on TCGs (p. 8) 

Insider Trading (p. 10) 

Card Spotlight (p. 12) 

Mr. Suitcase (p. 14) 

Sindc-Caid Strategies (p. 18) 
Deck Deconstruction Ip. 22) 
Reuse. Recycle. Reduce (p. 24) 
Dedt Gink (p. 28) 

WotC Picks (p. 33) 

Tricks of the Trade (p. 37) 
House Rules (p. 38) 

Murk Dwellers (p. 40) 


S&a tea 

□ □ 


□ 

□ 

□ 

□ 

□ 

J 

□ 

□ 

□ 

□ 

□ 

□ 

□ 


Magic RuJmgs it Errata (p. 43) Q 
library of Long (p. 46) 3 

Tournament News (p. 50) Q 

Convocation Guonidc Ip. 55) 

Banned Si Restricted ip. 57) 

Baywatch (p. 60) 

Scon Kirschner Interview (p. 63) 3 
NY Pro Tottr Report (p. 67) _] 

Justice's Journal (p. 70) Q 

Whispaj...Elysium (p. 74) _) 

V:TES Rulings Errata (p. ”6) 
KmJted Intelligence (p. 80} Q 

The 'Kord From HQ (p. 831 i_l 
Nctrunner Strategy (p. 84) )_J 


□ 

□ 

□ 

J 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

J 

□ 

□ 

□ 

□ 

J 

□ 

□ 

□ 

J 
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□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 
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□ 

□ 

□ 

□ 

□ 

J 

J 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 
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tea teo 

The BAIT Principle (p. 86) Q Q 

Up and Running (p. 88) Q Q 

Top of the Order Review (p. 91) Q Q 

The Diviner (p. 95) Q □ 

Lost in the Shuffle (p. 96) U 3 

Phil and Dixie (p. 98) !_] Q 

Magic: The Puzzling (p. 100) Q _) 

Magic Tricks (p. 105) Q J 

Y'our Turn/At Issue (p. 110) Q [J 

Last Words (p. 112) □ □ 

How would you rate the inserts in this issue? 
Featured artist poster !_]_]_] 

Netrunner playmat i_J U 

Nemtnner preview cards Q Q Q 

Pro Tour special coverage Q Q Q 

Thanks! 1 was really glad to read the article on: 


Ena 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

a 

□ 

□ 
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You losers! What I really wanted to read about in this 

issue was:_ 

If I had to change one thing about this issue of the 
magazine. I’d change: _ 


Tell Us What You’d Like to Read 
about Magic. 

In general, how appropriate ro your skill level are 
The Duelist's rules articles (FAQs, Magic Rulings 
and Errata, Murk Dwellers)? 

Q too basic Q about right Q too advanced 

In general, how appropriate to your skill level are 
The Duelist's strategy’ articles? 

Qj too basic 3 about right 3 100 advanced 


How useful to you were each of the following arti¬ 
cles from this issue? (Uvery useful, 4=not useful) 
Single-Card Strategies (p. 18) IQ 2Q 3Q 4Q 
Deck Deconstruction (p. 22) Q 
Reuse, Recycle, Reduce (p. 24) Q 


a 

o 

Q 

Q 

O 

o 


2Q 

2Q 

2Q 

2Q 

2Q 

20 

2Q 

2Q 


Deck Clinic (p. 28) 

WotC Picks (p. 33) 

Tricks of the Trade (p. 37) 

Murk Dwellers (p. 40) 

Magic Rulings/Errata (p. 43) 

V-.TES Rulings/Errata (p. 76) 

How important to you are articles on: 

(Uvery useful, 4=not useful) 
deck construction Q 2Q 

play strategy IQ 2Q 

card combinations IQ 2Q 

variants (ind. multiplayer play) IQ 2Q 
tournament prep and play IQ 2Q 
listings of deck contents IQ 2Q 
advanced ’‘theory” from 
designers and top players IQ -2Q 
rules and FAQs for beginners IQ 2T] 

rules for experts O 2Q 

Tell Us about Yourself 


Name 
.Address _ 


3Q 4U 
3Q 4Q 
30 U 
U Cl 
3Q d 
-Cl <□ 

3Q 

3U i_| 


30 d 
3Q 4Q 
3Q 

3Q d 
3Q 4^ 
3Q d 

3Q d 
3Q d 
3Q d 


Phone_ 

Today's date _ 

1 am: □ male J female 

□ under 13 Q 13-17 □ 18-24 □25-34 

□ 35-44 Q 45-55 JoktH 

My household income (or. if under eighteen, my fandy) income) 
before uaa is: 

J under $15,000 J SI5.001-525.000 J $25,001-535,000 

□ 535,001-550.000 Q $50,001^575.000 □ over 575.000 

How many monthi have you been paying Magic' _ 

About how many Magic cards do you own? 

JO-100 □101-200 J 201-500 □ 501-1000 

□ 1001-1500 J 1501-2000 Q 2001-3000 □ 3001-5000 

□ more than 5000 

□ Yes. I’d be happy to have you contact me about my thoughts on 
The Duelist 

Work/day phone _home phone__ 

Email address__ 


C omplete the survey above and well 
enter you into a drawing for a fine¬ 
ly crafted Duelist life counter. Ten win¬ 
ners will receive a sturdy 3 ’ by 2'/f 
pewter and enamel counter with brass- 
plated and silver-plated beads, the per¬ 
fect size to slip into a deck box. Each one 
is finished in one of the five colors of 
Magic. Mail the survey (or a photocopy 
of it) to: The Duelist , P. O. Box 707, 
Renton, WA 98057. 
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1. Do YOU BUY: 

Science-fiction books 
Science-fiction magazines 

2. DO YOU PLAY: 

Computer software games 
Roleplaving games 
Video arcade games 
Entertainment system games 


READER SERVICE CARD 

To receive free information about any product or service, simply 
tear out this card, circle the number below that corresponds with 
the advertisement, stamp the card, and drop it in the mail. 
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AN EXCITING NEW 



COLLECTIBLE DICE CAME SERIES 


COMING THIS SUMMER 


From Iron Crown Enterprises, Inc. and Hobbygames, Ltd 
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THE PUZZLING 

• « v • • 

CONTEST 


by Mark Rosewater 


Jigsaw 

T his puzzle is actually five puzzles in one. What you need to 
do is solve each of the mini-puzzles. The answer to each will 
he a Magic' card, llien put the cards in order (A, B, C, D) and 
figure out which three cards could possibly he the fifth card in 
the sequence. Send us the correct answer and well enter you in a 
raffle to win your very own Magic: The Puzzling book! 

To enter, mail the completed entry form (or a photocopy of 
the completed form) on or before May 15, 1996, to Magic: The 
l ) uzzling Contest, Wizards of the (oast, Inc. P.O. Box 707, 
Renton, WA U.S.A. 98057-0707. 


ENTRY FORM 



CARD 1 


CARD 2 


CARD 3 


NAME 


STATU PROVINCE 


POSTAL com 


COUNTRY 


W 


(XUul RUr» No pmihur 
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W ch**4>t,'»irMr erf ptw Miq^MKe (4 knint prur If *»WI ■ • winot. tSe goAukm rmwt C» £| jffi 

.fin - t<* Hiipi-w <i pie*. •wvm agm u> « .4 then %trar «,i ,* ilene^ Sv pwtpi-r...( mUcttivi^, uxic. .wf pn,. 
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PUZZLE A: Photo Finish 


Another Magic 14 card 
shows how this 
person died. What 
card is it? 



PUZZLE B: A Little Mix-Up 

The words in the text boxes of the four cards below haw been 
; rearranged in alphabetical order. Deduce what each card is and tbtc 
figure out which of the four cards functionally doesn’t belong with the 
others. (It doesn’t matter which expansion the cards arc from. 



mi 

a a choice have legal must 
new of single spell target 
7; target target targets which 
your 






and any any cards cards chtx»$« doo 
enough entire from hand hand hand 
have her her her her his his his hi> it in 
in in is library libran not of of <>n on 
or or or or order order player player 
pur puts target that them three top top 




_ 

a any ar at beginning card cards cards 
draw either in library library library 
ltK)k next of oi ot on or order player s 
put shuffle target that the the the the 
then those three three top top turns 
upkeep 
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PUZZLE C: Take That 

Below are five cards of a six-card combo rhar can 
do infinite damage. What card's missing? 



PUZZLE D: All Together Now 

Enter the first letter of each answer below in the space provided. When they are 
put together in order, they will spell out the name of a card. 

(By the wav, a few of these questions are rather sneaky.) 


This land’s expansion symbol is a pen. 


ARE YOU A 
MAGIC PUZZLE 
JUNKIE? 


Y ou've played the game and 

stumped even’ opponent. You’ve 
solved every Magic puzzle that Mark 
Rosewater has ever published, and you 
await each installment of “Magic 
Tricks” with breathless anticipation. 
When you send in your Duelist survey 
each issue, you always request the 
same thing: “Include more puzzles!” 

If this sounds like you, then 
Magic: The Gathering' and The 
Duelist' have a book for you. 
Introducing Magic: The Puzzling, a 
collection of twenty-five tantalizing 
new puzzles from the puzzle master¬ 
mind himself. This gorgeous full-color 
volume contains all your favorite puz¬ 
zle formats, as well as brand new 
brainteasers never seen anywhere— 
including a special featured puzzle 
from Magic: The Gathering creator 
Richard Garfield. Every puzzle dares 
you to use vour cards in ways you 
never thought of before. And, for 
those puzzles that really have you 
stumped, the book also includes hints 
(written by the “good” Rosewater 
twin—we hope!), as well as a guide to 
all of the cards in the book. 

So get ready for the greatest 
challenge Magic puzzle enthusiasts 
have ever encountered: get ready lor 
Magic: The Puzzling! 


This card is the only one of its color to have a 
casting cost of exactly three colored mana. 

This enchantment was accidentally labeled 

AS A SORCERY. 

ERRATA HAS BEEN ISSUED FOR THIS CARD, BUT ONLY FOR 

Duelists’ Convocation Type I tournament play. 

This creature is the subject of a traditional 
children’s rhyme. 

This creature has a pair of dice pictured in 

ITS ARTWORK. 



Warning: May cause insomnia , brain 
cramps , and the strong urge to hurl 
the hook across the room. 


The first word of this efreet’s name is an anagram 

FOR A COMMON FEMALE NAME. 
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GARY (C.R1 I N/RI.D) 



by Mark Rosewater 


A Trip to the Library 

Y our opponent is Gary. This is the final match at a special char¬ 
ity event for a local childrens hospital. A peek at Gan's library' 
with Portent during his discard phase informed you that any one 
of his next three cards will allow him to defeat you. Not that it 
matters all that much, as Garys Armageddon Clock will most 
likely finish you off anyway. It is the beginning of your main 
phase. You have just cast Visions to check out your own library, 
hoping to find a way out of this dilemma. You discover that the 
cards you need are there. All you have to do now' is figure out a 
way to get them and defeat Gary’ before he can defeat you. 


Gauntlets of Chaos 5 

Artifact 

5: Sacrifice Gauntlets of Chaos. Choose a target artifact, 
creature, or land opponent controls and a target |>ermancnt 
you control of the same type. Exchange control of these 
permanents. Bury any enchantments played on these per 
manents. 


leshrac’s Sigil $$ 

Enchantment 

When any opponent successfully casts a green spell, 
look at that players hand and choose a card; Ik* or she then 
discards that card. Use this ability only once each time a 
green spell is cast. 

Return Lcshrac’s Sigil to owners hand. 


Nccropotcnce 

Enchantment 

Skip your draw phase. If you discard a card from vour 
hand, remove that card from the game. 

0: Pay l life to set aside the top card of your library. At 
the beginning of your next discard phase, put that card 
into your hand. Effects that prevent or redirect damage 
can nor be used to counter this loss of life. 

Zur s Warding 3 4 

Enchantment 

All players play with the cards in their hands face up on 

any other 
aver to discard 

prevent or redirect damage cannot 
Ik* used to counter this loss of life. 











Howling Mine (2) Armageddon Clock (has .v 


YOU (Bl.AC ‘.K/BLUF/WItI I I ) 




Swamp (3) 


Island (2) 




Necropotence 


YOUR HAND 


Leshracs Sigil 



AA1 aa ncsourx 1 

of asa* I 

v*. v> iw poo*. I 


mmi 



Energy Tap 


Ray of Command 


NO CRl-lATURKS IN YOUR CRAY! YAKI* 


H you think you have a solution and would like to test it c 
(or have general feedback), please feel free to email me at 
woody^wizards.com. 

Due to the high volume of responses, be aware that I miel 
take awhile to respond (and no, I don’t give out clues 
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2 l II I REMAINING 


Balduvian Conjurer 0/2 Krovikan Sorcerer 1/1 


Gauntlets of Chaos 




Zur s Weirding 


Animate Dead -1/-0 Holy Strength +1/+2 Unholy Strength +2/+1 Unholy Strength +2/+1 


IASI 1 IV1 CARDS IN YOl'R 1 I BRAKY 


SK5L 


/*»:* ift, 








1 *. 


' ■ 


-•> {>{ on 4 arui 
••m'iv.r ..wk | 

m-t >*■ •tm. iv 1 A 




#4 / Iwiddle 


#5 / Spirit Link 


#3 / Psionic Entity 2/2 


#1 / Colossus of Sardia 9/9 #2 / Brainstorm 
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c;ary\s library 


Forest (4) 


Snow-Covered Mountain (3) 


#1 / Lightning Bolt #2 / Incinerate #3 / Lightning Bolt 


ill Di I i is i \i \N i'»'»(, i ()3 







































































MAGIC 

THE PUZZLING 


Backtrack 


by Mark Rosewater 


A : a convention, vou approach a table surrounded by spectaton. Just as you get nor. t , 
A one cheers and the crowd starts to disperse. “What happened? you ask one ot the s F . , 
tors, “I. was amazing,” he replies. Michelle had Zach dead to „gh«. bvo turns ago, sheasrh 
Withering Wisps. In conjunction with Drib of the Dead and CoP: Black, M.chelle could 
jus, about anything Zach could put into play But on his next turn, Zach cast a srngle crest 
that Michelle couldn’t kill. Then last turn Zach attacked, and it was all over. Zach put nor:, r 
in plav for two turns except this one creature?” you ask. “'Ves, rephes the spectator. ‘And b 
much life did Michelle start with last nun?” you inquire. “11 life, says the spectator. "If this 
an all -Ice Age game,” you say, “then I know what the creature is." Which creature is it? 


c'H KLLK (BLACK/WHITE) O LIFE REMAINING (SIARTHD /.A C A \ S I URN A i 11 III! 





Withering Wisps 


Drift of the Dead */* 


Circle of Protection: Black 





Snow-Covered Swamp (4) 


Snow-Covered Plains 


ZACH (BLACK/RED) 6 LIFE REMAINING 





Snow-Covered vSwamp 
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(Step-by-step solutions to lust issues “Magic: The Puzzling') 

by Mark Rosewater 



Hello, everyone. It seems that my ever-delightfiul 
“good” twin will he unable to join us this issue 
as he, well, had a little accident. He's recover¬ 
ing nicely and should be back in an issue or 
two, providedof course, that he ever regains 
consciousness. But enough about him; let's 
get to last issues puzzles. I had a great time 
making this first puzzle. I always love watch¬ 
ing people fight over games, so I figured why not get 
them to fight over a game that doesn't even exist? You 
should've heard Mark gripe about how mean I was 
being. But hey. I'm evil. It's what I do. 

"I DON’T THINK SO' 1 
(Puzzlepublished in Duelist #9, p. 108) 

You’ve got Monique on the ropes. Can she ice you this turn, or 
is she mincemeat come her next upkeep? If you cant win, can 
you at least take Monique down with you? Now, Monique can 
try some fancy tricks. She can make you waste a blue mana by 
messing around with a null attack, but in the end you can still 
take her down. 

Monique can cast her spells in any order; what’s impor¬ 
tant is that you counter each one with the right spell. 

• Spell Blast either the Lightning Bolt or the 
Red Elemental Blast (whichever Monique casts 
first). 

• Blue Elemental Blast both the Fireball and the 
Disintegrate. 

• Save Power Sink for last. 

If need be, you can save Power Sink lor last by 
using one of the Blue Elemental Blasts on Pyrotechnics 
(if Monique doesn’t cast it last). Then, when Monique 
casts Pyrotechnics, check to see if she has any red mana 
floating in her pool. If she does, don’t Power Sink. If she 
doesn't, then Power Sink for one. Either of these actions will 
make Monique lose due to mana burn, as she doesn’t have any 
way to get rid of excess mana. 

So it turns out that neither Monique nor you actually wins; 

its a tie. I love it when Vm devious. But just so 
you don't think my repertoire is limited to sneaky 
and underhanded moves , /present the answer 
to my next puzzle—one 1 consider to be 
just downright cruel. 



"NAME THAT CARD 1 ’ 

(Puzzle published in Duelist #9, pp. 110-111) 

With this puzzle, not only did you have to guess which card tv ill 
save your sorry butt, you also had to figure out how to use it. While 
part of me just wants to keep you hanging, a larger part is dying to 
tell you so you can get mad at yourself for missing the obvious 
answer. 

Ready? First off, you knew the card had to be an Ice Age IVI 
card, as you were pitying an all- Ice Age deck. Second, you 
knew the card was either blue or red because those were the 
only two colors in your deck. Third, since you had to cast the 
card before your next draw phase, you knew that it had to 
be either an instant or an interrupt. So, what blue or red Ice 
Age instant or interrupt could save you? Pyrobhist. 

From looking at the cards in pity you should figure 
out a few things rather quickly: 

(1) Forget the draw phase; you re dead come 
upkeep if you dont find a way to get rid of 
your cards enchanted with Watiderlust and Warp 
Artifact; (2) the only way to get rid of these is to use 
Lora's cards; and (3) what—do I have to tell you every¬ 
thing? 

Okay, before 1 continue, I think you should know that there 
are actually two cards that will work. Yeah , / know I said one. I 
lied. Evil twin prerogative. If you must know, there was a second 
answer that a number of our readers sent to Mark. It's not quite 
{is sadistic as my answer, so I guess well start with that one. 

Loras Main Phase: 

1) Name Infuse as the card on top of your library. 

2) Draw Infuse. 

3) Tap island and remove three counters from Iceberg 
to add one blue and three colorless mana to your 
mana pool. 

4) Use one blue and one colorless mana and tap Magus 
of the Unseen to steal your Skull Catapult back from 
Lora. This untaps the Catapult and brings it to your 
side. 

5) Use two colorless mana, tap Skull Catapult, and sacri¬ 
fice Wall of Lava to deal 2 damage to Lora. She is now 
at 4 life. 

6) Announce that you are done with effects. 

7) With nothing else to do, Lora ends her turn. The Skull 
Catapult returns to Lora. 


PUZZLES 




Your Upkeep Phase: 

8) Don’t pay the upkeep on either of your Binding Grasps. 
Xenic Poltergeist and Durkwood Boars return to Lora. 

9) Tap all three islands and both mountains, and remove 
four counters from Iceberg to add three blue, two red 
(both used as colorless), and four colorless mana to 
your mana pool. 

10) Use one blue and one colorless mana and tap Magus of 
the Unseen to steal Skull Catapult for a second time. 

11) Use two colorless mana, tap Skull Catapult, and sacri¬ 
fice Wall of Shields to deal 2 damage to Lora. Lora is 
now at 2 life. 

12) Use one blue and two colorless mana to cast Infuse on 
Skull Catapult, untapping it. 

13) Use two colorless mana, tap Skull Catapult, and sacri¬ 
fice Magus of the Unseen to deal the final 2 damage to 
Lora. Lora is now at 0 life. 

14) Declare the end of your upkeep phase. As Lora is now 
at 0 life and you have no Wanderlusts (or Artifact Pos¬ 
sessions), you will win when the phase ends. 

That was the easy answer. If this was the answer you found, I 
challenge you to look again. If you chicken out , though, feel free to 
.keep reading. 

Lora's Main Phase: 

1) Name Pyroblast as the card on top of your library. 

2) Draw Pyroblast. 

3) Tap the untapped island and both mountains, and 
remove five counters from Iceberg to add one blue, 
two red (one used as colorless), and five colorless 
mana to your mana pool. 

4) Use one red mana to cast Pyroblast on the Steal 
Artifact on Crown of the Ages. The Crown returns to 
your side. 

This is important because you need to use the Crown to 
take possession of certain cards and to give others away. 

5) Use one blue and one colorless mana and tap Magus of 
the Unseen to steal Skull Catapult. This untaps it 
and brings it to your side. 

6) Use one colorless mana, tap Skull Catapult, 
and sacrifice Wall of Shields to deal 2 damage 
to Lora. Lora is now at 4 life. 

7) Tap Xenic Poltergeist to animate Skull 
Catapult, making it a 4/4 creature. 

8) Use four colorless mana and tap Crown of the 
Ages to move the Binding Grasp off of Durkwood 
Boars and onto the animated Skull Catapult. Durkwood 
Boars with Wanderlust returns to Loras control. 

There's a reason why you use the Crown to take possession 
of Skull Catapult during a turn when you already control it. 
You're going to need to untap it to use it next turn. By taking 
control of it now with the Binding Grasp, you ensure that it 
will remain in your possession until your next upkeep (at which 
time the Xenic Poltergeist effect will end) and will untap during 
your untap phase. 

9) Announce that you are done with effects. 

10) With nothing else to do, Lora ends her turn. 


Your Untap Phase: 

11) All your cards untap, including Skull Catapult. 

I told you. 

Your Upkeep Phase: 

12) At the start of your upkeep phase, the Xenic Poltergeist 
effect wears off and Skull Catapult stops being a crea¬ 
ture. This causes Binding Grasp to “fall off,” returning 
Skull Catapult to Lora’s control. 

13) Tap all three islands and both mountains, and remove 
three counters from Iceberg to add three blue (two used 
as colorless), two red (both used as colorless), and three 
colorless mana to your mana pool. 

14) Tap Xenic Poltergeist to animate Skull Catapult again, 
making it a 4/4 creature. 

13) Use four colorless mana and tap Crown of the Ages to 
move Binding Grasp from Xenic Poltergeist to the ani¬ 
mated Skull Catapult. You gain control of Skull Cata¬ 
pult while losing control of the Wanderlusted Xenic 
Poltergeist. 

Notice once again that you use the Crown to peak effi¬ 
ciency by both gaining something you need and losing some¬ 
thing that’s hurting you. 

16) Use one colorless mana, tap Skull Catapult, and sacri¬ 
fice Wall of Lava to deal 2 damage to Lora. She is now 
at 2 life. 

17) Refuse to pay the upkeep cost on Binding 
Grasp. This will cause it to go 
away, which will return Skull 
Catapult to Lora’s control. 

You can use Skull Catapult before you 

pay for Binding Grasps upkeep because the 
upkeep rules only state that you have to pay 
a particular cards upkeep cost before you 
can use it. This, therefore, does not include 
enchantments with upkeep on the creature. 

18) Use one blue and one colorless mana and tap Magus ot 
the Unseen to steal Skull Catapult until end of turn. 

19) Use one colorless mana, tap Skull Catapult, and sacri¬ 
fice Magus of the Unseen to deal 2 damage to Lora. 
This will bring her down to 0 life. 

20) Declare the end of your turn. As Lora is at 0, she will 
lose at the end of the phase, and you will never haw to 
advance to your draw phase. 

21 / Taunt Lora for losing a game when she was so clearly 
ahead. 

That last step isn't necessary but is definitely ivorth doing if 
you have the opportunity. Anyway ; Vm done for this issue. / might 
be back if Mark's condition takes a—-you know—turn for the 
worse. But until then , remember that just because winning isn’t 
everything doesn't mean losing doesn't suck. 

FINAL NOTE: We omitted one of the corrections in last issues 
answer for To Err is Human. ” Diabolic Machines regeneration 
cost should have been three mana y not four. 
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“Hey,there’s something wrong 

WITH THESE CARDS!” 

As a retailer, you may occasionally receive a 
Wizards of the Coast product that’s defective. 
Some boxes might contain misprinted cards or 
vou might even receive one of the rare “rareless” 
display boxes. (While we have never guaranteed 
that cards will be collated in any certain way, we 
acknowledge how frustrating it can be for you 
and your customers to open a starter deck and 
find no rares!) What can you do if you receive a 
defective product? Here are some suggestions to 
make dealing with defective products easier: 

If vou do end up with a box that you sus¬ 
pect is defective, stop selling from that box 
immediately and call your distributor. Most dis- 
:ributor$ have policies regarding defective mer¬ 
chandise, and your distributor may offer to 
replace the merchandise or even provide a credit 
voucher for it. If your distributor is unable to 
help you, contact WotC Merchant Relations at 
1-800-821-8028. We will probably ask you to 
send the box back to us for evaluation, and— 
while we cant guarantee replacement—we will 
make every effort to replace the box. 


To properly evaluate a box of defective mer¬ 
chandise, we need the box to be as close to full 
of unopened boosters or starters as possible. 

(So if you think there’s a problem with a display 
box, please don’t go through and open every 
pack in the box.) If you’ve already sold some of 
the defective product to customers and they 
don’t want to receive a refund from your store, 
instruct them to contact WotC Non-Rules 
Customer Service at (206) 624-0933 or at P.O. 
Box 707, Renton, WA 98057. Also, keep in 
mind that Merchant Relations can only replace 
merchandise by the display box and that there 
is a time limit on returning limited-edition 
sets or expansion sets. The time limit is from 
the start of the shipment schedule for that 
set until the release of the next expansion or 
limited-edition set. 

In a perfect world, there wouldn’t be any 
problems with defective or “rareless” merchan¬ 
dise. Unfortunately, we haven’t reached that 
stage of evolution yet, but we’re trying to make 
the solutions to the problems as painless as 
possible! 
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“Your Turn” invites you to discuss 
Magic' M , V:TES, or the trading 
card game industry as a whole. If 
you have an issue you would like 
discussed, or if you would like to 
respond to existing “Your Turn” 
topics, send your letter to: 

Your Turn , do The Duelist 
P. O. Box 707 
Renton , WA 98057 
or etna 'll your thoughts to: 
duelist@wizards. com 


> 




Please include name and phone number for 
verification purposes. Letters may be edited 
for length and clarity. 


WHAT’S WRONG 
WITH CHRONICLES ? 

I'm puzzled about all the letters complain¬ 
ing about Chronicles \ IVe been a coin col¬ 
lector for quite a few years, and I know 
rhar two coins can be identical—except for 
dates or even mint marks—and still have 
very different values. 1 expect the same to 
be true of cards. 

I was able to get only a few original 
Legends"*, and I’m reluctant to play with 
them any more, so I was very pleased 
when Chronicles came out. Now I can get 
cards I never had a chance at—cards I 
can actually play with! It is a game after 
ail—and they’re only made of paper. 

—Shirley Evans 
Grand Jet., CO 

GO FOR THE GLORY 

I agree with Tom Van Ordens letter in 
“Your Turn” of issue #9. The prize in 
Magic tournaments isn’t important. The 
entry fee just adds the delightful sensa¬ 
tion of risk, and this is the only way I 
could justify spending money to compete. 
The prize is always nice, but the real vic¬ 
tory comes during the next tournament 
when the other players look at you with a 
little fear. Having your name up on the 
wall of the store saying you’re in the top 
ten is where the money you spent feels 
like money well spent. 

I love the recent articles on the World 
( Tampions. I love the idea that someone 
could actually make a living by playing a 


card game. But it really isn’t about trying 
to make a living. I can only imagine the 
pride that Mark Justice or Henry Stem 
must have seeing his name in the magazine 
he was reading for strategy help not too 
long ago. I would compete in any tourney, 
regardless of prize. I don’t need cards any¬ 
more; I want the fame. 

—Lucas Wiley Skinner 
Concord, CA 

THE BANNED 

AND THE RESTRICTED 

With the Duelists' Convocations recent 
riding to restrict Black Vise and ban Mr: ; 
Twist in lype II tournament play, nw: 
players have been eager to express their 
opinions on the matter. Here are some of 
the more typical responses. 

I’m glad Black Vise was restricted. Im 
tired of losing Type II matches to unimag¬ 
inative deck designs based on Black Y 
I’m also glad Mind Twist was banned. Its 
proven itself too powerful. 

—Brad Allen 
Dallas, TX 

Banning Mind Twist and Restricting 
Black Vise is utter crap. It amazes me that 
success in tournament play should be 
penalized. As soon as successful card idea> 
start to surface—Boom! Ban ’em! I am 
quite aware of the reliance on Black Vise 
in Type II, but that should force players 
to adapt. That’s the wav Magic was 
played two years ago, and it should not 
change. Should Michael Jordan he 
banned from the NBA because he total! 
dominates the game? Certainly not. 

I earns adapt to meet the challenges, anc 
so should Magic players. 

—Mark Meier 

l m beginning to see a trend in the tour¬ 
nament rules that I don’t particularly can? 
for. The trend is the constant banning o! 
cards. Though I am a huge supporter of 
restricting power cards in Type II and w; - x 
relieved to finally 7 see Black Vise restricted. 

I feel no card should be banned from 
Type I play (except ante cards). 

Type I play is specifically designed to 
use the power cards. The cards were made 
by 7 Wizards of the Coast to he played, and 
they should be. Yes, I understand that 
when they were printed, the designers did 
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not realize the full effect of the cards, but 
finding the full effect is part of the magic 
of the game. Instead of banning a card 
from Type I play, just restrict it. One of 
any card is not that unbalancing. 

—Scott Hellinga 


lAST ISSUE’S “AT ISSUE” 

Last time, Tom Wylie asked what readers 
think of different Banned and Restricted 
lists for tournament types I and II and 
which cards they think should go on each 
list. Judging from the passionate responses 
we've received , this is a hot topic among 
Magic phyers. 


There should be differing lists for Type I 
and II. Take Black Vise, for example. In 
Type I, most players could empty their 
hands inside of three turns (except when 
playing with reactive decks, such as con¬ 
trol decks). In Type II, without the fast 
mana producers, this is much less likely. 
Thus, the Vise is certainly more powerful 
in Type II than in I. 

Recall should be restricted in Type I 
but not in Type II. Exchanging lands in 
ones hand for cards in the graveyard (like 
Ancestral Recall, Time Walk, and 
Timctwister) is certainly unbalancing. In 
Type II, however, whats so horribly 
unbalancing? Giant Growth? Counter- 
spell? Maybe that horrid Zur's Weirding? 
The same argument can be applied as 
well to Feldons Cane. 

—Kai Koon Ng 

kk_ng@postoffice. utas. edu. au 


think that the Banned and Restricted 
lists should be different for Types I and 
II. I currently only play Type II due to 
the expense of starting a Type I deck 
read that as a vote for reprinting or ban¬ 
ning the spoilers). 

1 suggest the following changes to the 
lists for Type II: Restrict Mind Twist rather 
than banning it; without the extra Mox 
niana and the Mana Drain to power a 
I wist, its not that deadly in Type II. In 
addition, remove Feldons Cane from the 
Restricted list. And I also don’t think Black 
^ ise should be a problem for most Type I 
decks. 

—Dan Becker 


U r//, as you probably know ; we have in fact 
separated the Type I and Type II Restricted 



lists. Recall and Feldons Cane were removed 
from the Type II list for much the same rea¬ 
sons that Kai Koon gives. We also removed 
Black Vise from the Type I list for the reason 
that Dan mentions. 

For those who haven't seen the changes , 
we also removed Ali from Cairo from the 
Restricted list removed Time Vault from the 
Type I Banned list and issued errata to the 
Vault so that you can only get an extra turn 
by having skipped a turn. 

However ; we have not moved Mind 
Twist off the Type II Banned list. Mind 
Twist was banned because its a "swing 
card\ " and the outcome of the game often 
hinges on who gets Mind Twist first. In 
Type //, it's arguably even more of a swing 
card , since an early Mind Twist doesn’t help 
you much unless your Dark Rituals have 
also turned up. 


While I do agree separate lists are neces¬ 
sary for Type I and Type II play, I think 
the lists are being used to solve problems 
they weren’t designed to solve. Restricted 
cards should be cards that enhance play 
but that must be limited to one per deck 
because having more than one in play is 
unbalancing. Recall is a good example; 
however, the Restricted list is also used to 
minimize the damage of “broken” cards 
such as Black Lotus and Time Walk. 
These cards have good concepts and 
could be good cards if fixed. Further, if 
all Moxes were legendary artifacts, they 
would be great cards. But instead of fix¬ 
ing the cards that are broken, we get long 
lists of restricted cards. Magic should not 
be a game about lists, banned cards, etc. 
This adds unnecessary complexity. 

—David Schrank 


Black Vise doesn't really need to be restricted 
in Type /, but if you use card errata to fix 
broken cards , you'd have a card that is work¬ 
ing one way in Type l and another way in 
Type II. 


The Restricted and Banned lists were cre¬ 
ated to solve the same problem that your 
suggestion addresses , namely what to do 
with broken cards that put undue strain on 
the game environment. While such lists 
may or may not be the ideal solution , they 
certainly seem better than a system of 
adjusting cards just for tournament play. 

It's one thing to remember that you can 
only have one of a card in a deck—and 
another to remember that a card costs two 
mana instead of zero. 

A system involving card errata also makes 
it more difficult to have different lists for 
Type l and Type II. Most people agree that 


THIS ISSUE’S “AT ISSUE”: 

ROTATION OF MAGIC ART 

Here at Wizards of the Coast, we’ve been 
kicking around various ideas for improv¬ 
ing the next rotation of the basic set 
{Fifth Edition). One of the suggestions 
that’s come up is commissioning new art 
for some or all of the cards. The basic 
idea is to inject some new life into the 
set, not only by rotating cards into it 
from recent expansions, bur also by giv¬ 
ing a new look to the cards that carry 
over from Fourth Edition. 

There are many issues that changing 
the art would raise. While rhe function of 
the card would not change, collectors in 
particular might view these cards as “new” 
because of the new art. Also, players have 
art and artists that they like or dislike, 
which influences how they would react to 
the change. 

TTic question, then, is whether chang¬ 
ing the art is actually a good idea. Do you 
think that any of the art should be 
changed? If so, do you think we should 
replace all of the art, or just some; and if 
we only replace some of it, how should 
we decide which cards to change? 


Send your feedback to "At Issue , ” 
c/o The Duelist, P.O. Box 707 , Renton , 
WA 98057; or email your response to 
duelist&wiztirds. com. 
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by Mike Selinker 

V:TES r . 
CANADIAN 

styLe 


q. wl, at weapons are Canadian vampires allowed to use? 

A: No Canadian vampire may own a gun. Canadian vampire, 
may use all other weapons, including rhe Well-Aimed Hockey 
Puck. However, Canadian vampires almost never attack, which 
partly accounts for the much-proclaimed lower violence rate in 
Canada. 

Qj if I play Praxis Seizure; Moosejaw while a vampire of 
Clan Mounde is Prince of Moosejaw, what happens? 

A: The unseated Prince succeeds in a blood hunt on the nr 
Prince under the rule “A Mountie always gets his man." 


Gentle Reader ; 

The Jyhad acknowledges none of the boundaries of 
humankind. We stalk the darkest alleys of every city 
and the deepest fears of every child. There are those 
among the kine — foolish, foolish mortals all—who 
believe that we of the Kindred are restricted to the 
teeming streets of Manhattan or the glittering byways 
of Hollywood. Not so. We prowl north of the border of 
the United States, in the Lind of the blood-red maple 
leaf The frozen north of Canada is our home, and no 
one can halt our dominion. 

So bite me, eh? 


Q: My eight Rabid Beavers are a tta c king my opponent’s 
eight Tuktuyaktukan Huskies. My opponent shouts, 
“Mush!” Can I still attack the group? 

A: Sorry. Once the Mush! ability is activated, all Tuktuyakn n 
Huskies must immediately line up two by two. Your Rah: 
Beavers can only attack the first rank of two Huskies. 

Q: Can I really trade vampires with friends during t pme? 

A: Whoops. From the V:TES errata: “Under the North Am, • 
can Free Trade Agreement, one can only trade vampires from 
the set Bite Me, Eh? and the upcoming Mexican expansion. 
Chili con Carnivores. " 


W elcome to the rulings and errata section for Bite 

Me, Eh?, the recently released Canadian expansion 
for Vampire: The Eternal Struggle \ Hot on 
the blood-drenched heels of Dark Sovereigns'* (the European- 
vampire expansion) and Ancient Hearts u (the Mediterranean- 
vampire expansion). Wizards of the Coast takes you to much- 
fabled Canada, where the blood flows as freely as maple syrup. 
Some frequently asked questions: 

Q: Why can’t American vampires steal blood from Canadian 
vampires? 

A: Canadian blood is not accepted by American vampires, who 
have always had a snooty attitude about these things. Canadian 
vampires can accept American blood counters (be), at the con¬ 
version rate of 1 American be for every 1.3 Canadian he. 

Q: Can vampires of Clan Quebecois participate in a vote? 

A: Certainly. However, they must threaten to secede at least 
once during each voting phase. 

Q: Can I have two Princes of London in play? 

A: Yes, as long as one is the Prince of London, F'ngland, and 
the other is the Prince of London, Ontario. 

Q: What happens after Madness of the Bandleader is played? 

A Every player must fawn over every other player, saying 
“You’re beautiful, Dave!" at the end of every action phase until 
Madness of the Bandleader is destroyed. A player's minion gets 
+ 1 stealth if the player makes up a little jingle to go with an 
action, such as, “Stupid Vampire Tricks!/Stupid Vampire 
Tricksi/Everybody gets their kicks with Stupid Vampire 
Tricks!/Youre beautiful, Dave!" 


Qj Can any vampire gain blood from the master card 
Microbrewery Hunting Ground? 

A: No. Only vampires of Clan McKenzie can do this, and J 
must first sing out, “Coo roo coo coo cm) cm) coo coo!" 

Q: While using my Gangrel deck, I play my Sasquatdi.! 
opponent plays Incriminating Videotape to stop me hors 
attacking. What happens? 

A Nothing happens. Sasquatches don't show up on videotape 


Q: Order of Banff Cabal hag an ability listed called W 
covered mountainwalk.” What the beck does that mean? 



A: Whoops again. V: 1 hS errata explains that it 
should say, “+2 stealth to all attempts to bleed 
any prey whose minions include any Gangrel; the 
Ski Instructor ally; the Princes of Denver, Vail, 
Geneva, or Yellowknife; or any Ski Resort 
master card.” Note that the Avalanche 
combat-modifier card negates this 
ability. 


Q* Can Canadian vampires 
suffer multiple sources of 
aggravated damage at 
once? 

A: Nothing ever aggra¬ 
vates a Canadian. 


Mike Selinker knows 
nothing about 
V.TESor 

Canada. . iitfl 




















Take a step beyond the 1’iclds we know... 

Quest for the Grail brings to life the 
wonder and mystery of the age of King Arthur. 

It is illustrated by the best artists ol today 
and yesterday and will please the most dis¬ 
cerning collectors, but even more important, it 
is an outstandingly playable game 

Quest for the Grail rewards creative players 
with the kind of depth and strategy theyve 
been longing for. It s not just another contest 
of escalating power where victory goes to the S 
fattest wallet, it is a balanced and believable 
game of high strategy where carelul planning 
and quick-wits will win the day. 



















We can’t give you the money, but we can bring 
you the cards! Wizards of die Coast, Inc introduces 
the Pro Tour Collector Set-Inaugural Edition™, 
a commemorative set featuring the championship 
decks used by the eight quarterfinalists in the 
inaugural MagjciThe Gathering® professional 
tournament This limited-edition set of eight decks 
is packaged in a special foil-stamped slipcase. Each 
deck features the signature of its champion, plus 
an all-new Pro Tour card back design. Available for 
$125 on May 3,1996 at your favorite game store, 
or call 1-800-324-6496 to order your set today! 
(Phone orders add $4.95 for shipping & handling.) 


Limited edition of 20,000 sets indudes international 
alocations. Not legal for tournament play. 
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